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full guide 


As UKO is a massive (and REAL) game, many hundreds of millions of players have requested a 
complete Guide on how to play and what does what. 


Detailed list of ALL Games & Levels 


This list is a fully complete list of every level and Acts in ULTRAKILL online. This includes the 
original Ultrakill levels. 

Every Act is sold separately and can be considered new games in the UKO series, as previous 
entries of ULTRAKILL are not required to purchase them. However, you will not be able to 
access UKO content that you have not purchased (UKO excluded). 

Progress from each game is saved, meaning you will keep all your data from the previous game 
if you buy a newer one and vice versa. 


ULTRAKILL: Highly Responsive To Blood 


rea Anew evil force has awaken in the ULTRALANDS... 


With the help of V0 and an old friend, find out what is 
going on in the lands that we call ultra and become 
responsive to blood. 
| 
RECENT REVIEWS: Overwhelmingly Positive (2.911) 
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Sign in to add this item to your wishlist, follow it, or mark it as ignored 


Check out the entire ULTRAKILL Online franchise on Steam ae ete em #0 yOu? 


Sign in to see reasons why you may or may 
not like this based on your games, friends, 
and curators you follow. 


Buy ULTRAKILL: Highly 
won (lite 


The Steam page for one of the ULTRAKILL Games. 


ULTRAKILL ONLINE 


ULTRAKILL 1, 2 and 3 were the original ULTRAKILL games, each containing one Act, released 
in 2003, 2005 and 2007. In 2010, they were remade, fused and rebranded as ULTRAKILL 
ONLINE in 2010 and was also made free to download. It is currently the longest ULTRAKILL 
game. 
It only includes the main layers and no secondary layer (such as Machine Factory or Minos 
Vegas) is unlockable, meaning you must buy ULTRAKILL ONLINE: The Full Game (Complete 
Edition) (REMAKE) in order to access this new content. 
FEATURES: 

- ACT I: Infinite Hyperdeath 

- ACT Il: Imperfect Hatred 

- ACT Il: Godfist Suicide 


Signin or Openin Steam 


ULTRAKILL 4: Highly Responsive To 
Blood 


ULTRAKILL 4: Highly Responsive To Blood, or simply Known as ULTRAKILL 4, is the 4th 
installment in the ULTRAKILL franchise. It contains ACT IV. 
“A new evil force has awaken in the ULTRALANDS... With the help of VO and an old friend, find out what 
is going on in the lands that we call ultra and become responsive to blood.” 
FEATURES: 
- ACTIV: HIGHLY RESPONSIVE TO BLOOD 
CHARACTERS: 
- V1: Protagonist 
- Gabriel: Deuteragonist 
- V0: Comms 
- GUESTS: 
- Quake Ranger 
- Shub-Niggurath 


ULTRAKILL 5: The Mecha 
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ULTRAKILL 5: The Mecha Menace is the 5th installment of the ULTRAKILL franchise. It 
contains ACT V. This game was the introduction of usable mechs in the game, along with 
mainline mech bossfights. Until that point, the only mech battle was Slab Gear Rex, a broken 
and abandoned version of Metal Gear Rex. 
FEATURES: 
- ACT V: THE MECHA MENACE 
- Playable Mechs Unlock 
CHARACTERS: 
- V1: Protagonist 
- V2: Deuteragonist 
- Gabriel: Tritagonist 
- V0: Comms 
- GUESTS: 
- Metal Gear Rex 
- Metal Gear Sahelanthropus 


SPECIAL LEVELS 


VIRTUAL REALITY - The VRBox 


VRBox is a more advanced version of the standard Sandbox, with far more world options and 
customization to the Box than the normal Sandbox map. It requires the Creator Pass of 
ULTRAKILL Online (19.99$) to unlock. 


ACT | - INFINITE HYPERDEATH 


// MACHINE FACTORY / 


MACHINE FACTORY is the very first layer and the tutorial section of the game. It is where V1 is 
first woken up by VO. The Machine Factory is the location where all machines are being built. 
Until recently, it had went into obscurity and went unused for decades. In more recent years, 
Hank, an EVIL skeleton, had taken back control of the facility to make more machines his 
pawns. 


MF-1 WAKE UP AND SMELL THE ULTRA 


WAKE UP AND SMELL THE ULTRA is the very first mission the player has to complete. It 
unlocks the first gun you can obtain and introduces you to enemies and core mechanics of 

ULTRAKILL Online. The level also introduces explosive barrels. MF-1 is where the player is 
woken up by VO and must escape the Mine. 


Dialoque: 
VO: “Machine... Wake up. You have been sleeping for too long. It is time... Wake up and smell 
the Ultra... We have unfinished business to finish... V1.” 


Enemies: 
- Worker Filth 
- Worker Stray 


Unlockables: 
- Demo Pistol 
- Feedbacker Arm 


MF-2 MACHINELAND 


MACHINELAND is the second mission in the Machine Factory. The player has to free many 
other machines in order to open more doors and complete the mission. This mission introduces 
red lasers. 


Dialogue: 
V0: “Machine... Many others like you are still in their slumber. Wake them up, as we must gather 
more allies to complete our mission.” 


Enemies: 
- Worker Filth 
- Worker Stray 
- Ground Turret 
- Ceiling Turret 


Unlockables: 
- None 


MF-3 THE UNLIT HALLWAY 


THE UNLIT HALLWAY is the third mission in the Machine Factory. In this mission, the player 
must walk down a very long hallway with no lights except for your own. This mission introduces 
flashlights. 


Dialogue: 
VO: “Press X to turn on your flashlight!” 


Enemies: 
- Worker Filth 
- Worker Stray 
- Ground Turret 
- Ceiling Turret 


Unlockables: 
- Flashlights 


MF-4 THE CONTROL ROOM 


THE CONTROL ROOM is the fourth and last campaign mission that takes place in the Machine 
Factory. The player must face the Boss of the Machine Factory. This level introduces the player 
with the concept of Deterbloodination. 


Dialogue: 
Hank: “Well well well, if it isn’t saucy Machine! You see, it’s OVER for you! | have injected myself 


with Deterbloodination and now I’m INVINCIBLE! You will NEVER take me down! Hahahaha!” 
V0: “Ah, | was expecting him to be there! Machine, you must take Hank down!” 

Hank “AHHHHI!!!!! 1... Damn it... | guess it’s over then... Perhaps | shall find peace in Limbo. 
Goodbye Machine. And see you NEVER... HAHAHAHA!” 


Enemies: 
- Hank 


Unlockables: 
- Hank Head (Gold) 


/1 HANK HEADQUARTERS // 


HANK HEADQUARTERS is the first Optional location found in ULTRAKILL online. It is found 
under Hank’s Desk in the Control Room and can be opened by placing Hank’s Head (Gold) on 


the desk. Hank’s Headquarters are very tight spaces with a lot of security and no other enemies 
than machines at all. 


HHQ-1 UNDER THE CONTROL ROOM 


UNDER THE CONTROL ROOM is the first mission of Hank’s HQs. This level introduces Blood 
columns, blue lasers and wall turrets. 


Dialogue: 
None 


Enemies: 
- Ground Turrets 
- Ceiling Turrets 
- Wall Turrets 


Unlockables: 
- None 


HHQ-2 UNDER THE ROOM UNDER CONTROL ROOM 


UNDER THE ROOM UNDER THE CONTROL ROOM is the second mission of Hank’s HQs. 
This level introduces Spike traps, Fake Floor traps, Hankbombs and crushers. 


Dialoque: 
None 


Enemies: 
- Ground Turrets 
- Ceiling Turrets 
- Wall Turrets 
- Hankbomb 


Unlockables: 
- None 


HHQ-3 UNDER THE ROOM UNDER THE ROOM UNDER CONTROL 
ROOM 


UNDER THE ROOM UNDER THE ROOM UNDER THE CONTROL ROOM is the third mission 
of Hank’s HQs. This level introduces Floating turrets and blue and orange Portals. 


Dialoque: 
None 


Enemies: 
- Ground Turrets 
- Ceiling Turrets 
- Wall Turrets 
- Floating Turrets 
- Hankbomb 


Unlockables: 
- None 


HHQ-4 UNDER THE ROOM UNDER THE ROOM UNDER THE ROOM 
UNDER CONTROL ROOM 


UNDER THE ROOM UNDER THE ROOM UNDER THE ROOM UNDER THE CONTROL 
ROOM is the fourth mission of Hank’s HQs. This level introduces the Portal Gun and rocket 
turrets. 


Dialogue: 
None 


Enemies: 
- Ground Turrets 
- Ceiling Turrets 
- Wall Turrets 
- Floating Turrets 
- Rocket Turret 
- Hankbomb 


Unlockables: 
- Portal Gun 


// ABANDONED MACHINE ZONE // 


ABANDONED MACHINE ZONE is the second optional location of the Machine Factory. It is 
where all the disfunctional machines are placed, and can be considered the trashcan of robots. 
Its entrance is found in Machineland, and can be opened by using the Stonebreaker Arm to 
destroy the stones blocking the path. 


AMZ-1 DARKMACHINE 


DARKMACHINE is the first mission of the Abandoned Machine Zone. This level introduces 
broken Machine enemy types. 


Dialoque: 
None 


Enemies: 
- Broken Drone 
- Broken V 
- Broken Swordsmachine 
- Ground Turret 


Unlockables: 
- None 


AMZ-2 MALFUNCTION COMPACTOR 


MALFUNCTION COMPACTOR is the second mission of the Abandoned Machine Zone. This 
level introduces Trash Compactors and more Broken machines. 


Dialoque: 
None 


Enemies: 
- Broken Drone 
- Broken V 
- Broken Swordsmachine 
- Broken Sentry 
- Ground Turret 
- Ceiling Turret 


Unlockables: 
- None 


AMZ-3 BEYOND GOOD & BROKEN 


BEYOND GOOD & BROKEN is the third mission of the Abandoned Machine Zone. This level 
introduces The Forgotten. 


Dialogue: 
None 


Enemies: 

- Broken Drone 

- Broken V 

- Broken Swordsmachine 
- Broken Sentry 

- Ground Turret 

- Ceiling Turret 

- Forgotten 


Unlockables: 
- None 


AMZ-4 TOO BAD TO BE TRUE 


TOO BAD TO BE TRUE is the fourth mission of the Abandoned Machine Zone. This level 
introduces Prototype V1 and it is where you fight it. 


Dialogue: 
None 


Enemies: 
- Prototype V1 


Unlockables: 
- Broken Feedbacker 


// PRELUDE - THE MOUTH OF HELL // 


THE MOUTH OF HELL is the second sector of ULTRAKILL online. It’s an old abandoned 
mining facility that is not really considered dangerous, as not many husks and demons reside in 
it. In the original ULTRAKILL, it served as a tutorial area, showing many of the core mechanics 
of the game. Here, it serves more as an introduction to Demon enemy types. 


0-1 INTO THE FIRE 


INTO THE FIRE is a level in ULTRAKILL. In the original ULTRAKILL, it introduced the revolver, 
but here there is no such thing. To compensate, it gives the Malicious Revolver. This level also 
introduces Soul Orbs. 


Dialoque: 
None 


Enemies: 
- Mine Filth 
- Mine Stray 
- Supermal Face 


Unlockables: 
- Malicious Revolver 


0-2 THE MEATGRINDER 


THE MEATGRINDER is a level in ULTRAKILL, second of Prelude. In this level, the player is 
introduced to the Rivalry mechanic and Swordsmachine One is foreshadowed. The Wicked 
Swordsmachine can be fought as a secret encounter. It also introduces Blood Orbs. From this 
level, O-S can be accessed. 


Dialogue: 
None 


Enemies: 
- Mine Filth 
- Mine Stray 
- _Swordsmachine One (only seen) 
- Wicked Swordsmachine (Secret) 


Unlockables: 
- Wicked Skull Key (10% drop per Wicked Swordsmachine kill; only usable once) 


0-3 DOUBLE DOWN 


DOUBLE DOWN is a level in ULTRAKILL, third of Prelude. It introduces Schisms and it is where 
you first fight Swordsmachine One. Every first fight won against Swordsmachine One in this 
level increases the SM Rivarly meter by 10%. Every second fight increases it by 30%. Every 
fight lost decreases it by 40%. 


Dialoque: 

Swordsmachine One: “Ahh... V1. You know, you never got the fame | got back in the human 
days... Must feel really bad, huh? “ 

Swordsmachine One: “..Heh. Doesn't matter. I’m about to make you feel worse anyways.” 
Swordsmachine One (Upon first defeat): “GOD DAMN IT! I'll have you next time, and next time 
is VERY soon!” 

Swordsmachine One: “There you are! DIE!” 

Swordsmachine One (Upon second defeat): “GRAH! I’M NOT DONE YET! We'll see each other 
again. And once we do, you’re DONE for!” 


Enemies: 
- Mine Filth 
- Mine Stray 
- Mine Schism 
- Swordsmachine One 


Unlockables: 
- Core Eject Shotgun 


0-4 A ONE-MACHINE ARMY 


A ONE MACHINE-ARMY is a level in ULTRAKILL, fourth of Prelude. It introduces Spinning 
grinders and normal Malicious Faces. 


Dialogue: 
None 


Enemies: 
- Mine Filth 
- Mine Stray 
- Mine Schism 
- Malicious Face 


Unlockables: 
- None 


0-5 CERBERUS 


CERBERUS is a level in ULTRAKILL, fifth of Prelude. It introduces lava and is where you fight 
the Cerberi Gate Guardians. 


Dialogue: 

Cerberus 1: “MACHINE. YOU SHALL NOT PASS THIS GATE. PERISH.” 

Cerberus 2: “| SEE YOU ARE STRUGGLING, BROTHER. LET ME HELP YOU.” 

Cerberus (Upon one’s death): “BROTHER! ... YOU SHALL PAY, MACHINE. | SHALL AVENGE 
MY BROTHER.” 

Cerberus (Upon last death): “I HAVE FAILED. YOU MAY PASS THIS GATE. BUT WHAT 
AWAITS YOU BELOW SHALL BE FAR CRUELER THAN WHAT WAS ABOVE.” 


Enemies: 
- Cerberus Gate Guardian 


Unlockables: 
- Demon Key Stone (25% drop from Cerberi Gate Guardians) 


0-6 IMMOVABLE OBJECT 
IMMOVABLE OBJECT is a Hypermurder level in ULTRAKILL Online, sixth of Prelude. 


Dialogue: 
None 


Enemies: 
- Mine Filth 


- Mine Stray 

- Mine Schism 

- Mindflayer 

- Malicious Face 
- Cerberus 

- Gargoyle 

- Swordsmachine 


Unlockables: 
- None 


0-7 UNSTOPPABLE FORCE 
UNSTOPPABLE FORCE is an Hypermurder level in ULTRAKILL Online, seventh of Prelude. 


Dialogue: 
None 


Enemies: 
- Mine Filth 
- Mine Stray 
- Mine Schism 
- Soldier 
- Malicious Face 
- Cerberus 
- Mimic 
-  Insurrectionist 


Unlockables: 
- None 


0-P THE TRUE MOUTH OF HELL 


THE TRUE MOUTH OF HELL is a Perfect level in ULTRAKILL Online. It acts as the hardest 
level in all of Prelude, proving as a true test for those who have P-ranked all of the sector. 


Dialogue: 
None 


Enemies: 
- Mine Stray 
- Mine Schism 
- Soldier 
- Idol 
- Mindflayer 


- Stalker 

- Gargoyle 

- Hideous Mass 

- Malicious Face 
- Cerberus 

- Mimic 

- Swordsmachine 


Unlockables: 
- Perfect Key Fragment 1 


/! SOMETHING WICKED’S LAIR // 


SOMETHING WICKED’S LAIR is an optional sector in the Mouth of Hell and where Something 
Wicked resides. It is unlocked after using the Wicked Skull Key on the first skull podium, 
revealing a secret door that leads to Its lair. The Wicked Lair is completely dark, with the only 
source of light coming from the player’s flashlight and gun flashes. It is filled to the brim with 
Wicked enemies and Something Wicked itself chasing you down throughout the whole levels. 
Each level requires a Wicked Skull Key to enter every time. You only have one life per level, 
effectively making this Sector one of the hardest early sectors of the whole game. It really is 
WICKED. 


SW-1 SOMETHING AND THE WICKED MACHINE 


SOMETHING AND THE WICKED MACHINE is the first level of Something Wicked’s Lair in 
ULTRAKILL Online. It introduces the player to Timed Skulls and wicked enemy variants. 


Dialogue: 
None 


Enemies: 
- Wicked Filth 
- Wicked Stray 
- Something Wicked 


Unlockables: 
- None 


SW-2 FIVE NIGHTS AT WICKY 
FIVE NIGHTS AT WICKY is the second level of Something Wicked’s Lair in ULTRAKILL Online. 


Dialogue: 
None 


Enemies: 
- Wicked Filth 
- Wicked Stray 
- Wicked Face 
- Something Wicked 


Unlockables: 
- None 


SW-3 GARTEN OF WICKWICK 


GARTEN OF WICKWICK is the third level of Something Wicked’s Lair in ULTRAKILL Online. It 
introduces the Wicked Jumbo enemy. 


Dialoque: 
None 


Enemies: 
- Wicked Filth 
- Wicked Stray 
- Wicked Face 
- Wicked Jumbo 
- Wicked Drone 
- Something Wicked 


Unlockables: 
- None 


SW-3 leak (will work on the image later fuck you) 


SW-4 JOHN WICKED 


JOHN WICKED is the fourth and last level of Something Wicked’s Lair in ULTRAKILL Online. It 
is where Something Wicked is fought for real. 


Dialogue: 

Something Wicked: “Welcome, machine... To my LAIR... You’ve made it this far, but are you 
ready to confront your fears? Or will your PERISH in the absolute darkness of wickedness? We 
shall see... Once you come to my Throne Roooooom!! He.He.He.” 


Enemies: 
- Something Wicked 


Unlockables: 
- Wicked Arm 
- Wicked Bone (25% Drop Chance) 


// CERBERUS CITY // 


CERBERUS CITY is an optional sector in the Mouth of Hell and the main city where all the 
Cerberuses and Demons reside. It’s the single location with the most demon type enemies in all 
of the game, even having many exclusives. It is unlocked by crafting a Cerberus Key with a 
Cerberus Stone and four demon shards and using it on the Entrance to Hell door in 0-5. It will 
create a portal to Cerberus City. Unlike with Something Wicked’s lair, levels do not require a 
Cerberus Key to enter every time, likely due to the fact that it takes a lot of grinding to build a 
Cerberus Key. 


CC-1 THE STONE OCEAN 


THE STONE OCEAN is the first level of Cerberus City in ULTRAKILL Online. It introduces 
Malicious Turrets, Malicious Crushers and Malicious Traps. 


Dialogue: 
None 


Enemies: 
- Malicious Face 
- Malicious Crusher 
- Malicious Turret 
- Malicious Trap 
- Gargoyle 
- Imp 


Unlockables: 
- None 


CC-2 BRIDGE TO CERBERUS CENTER 


BRIDGE TO CERBERUS CENTER is the SECOND level of Cerberus City in ULTRAKILL 
Online. It introduces Accurate Cerberuses and Cerberus 2s. 


Dialogue: 
None 


Enemies: 
- Malicious Face 
- Malicious Turret 
- Gargoyle 
- Imp 
- Cerberus 2 
- Accurate Cerberus 


Unlockables: 
- None 


CC-3 MIDDLE OF THE CITY 


MIDDLE OF THE CITY is the third level of Cerberus City in ULTRAKILL Online. It introduces the 
Stoners. 


Dialogue: 
None 


Enemies: 
- Malicious Face 
- Malicious Crusher 
- Malicious Turret 
- Malicious Trap 
- Imp 
- Cerberus 2 
- Accurate Cerberus 
- Stoner 


Unlockables: 
- None 


CC-4 CERBERUS 2 


CERBERUS 2 is the fourth and last level of Cerberus City in ULTRAKILL Online. It is where 
King Superkill Cerberus is fought. 


Dialoque: 

King Superkill: “STEEL CREATURE. YOU ARE FINALLY HERE. | MUST ADMIT... YOU HAVE 
A LOT OF DETERMINATION TO COME ALL THE WAY DOWN HERE. BUT YOU HAVE 
DESTROYED MY BROTHERS... AND FOR THIS YOU SHALL NOT BE FORGIVEN!” 


Enemies: 
- King Superkill 
- Cerberus 2 
- Malicious Face 


nlockabl 
- Stonebreaker Arm 


// LIMBO // 


LIMBO is the First main layer of ULTRAKILL online. Everything in this layer at first seems 
peaceful, as flowers are blooming and birds are chirping. However, machines like you who 
should be burning in Hell quickly realize what is going on: everything is false. The sky isn’t real; 
they are screens, illusions of the mind. The layer soon becomes a shattered illusion. 

LIMBO is where the False Lord resides. He was put in charge after Sisyphus’ insurrection, in 
fear of more layers revolting. The False Lord is tasked with keeping order in the layer of false 
hopes. 

If the Slabs that would normally unlock the Slab Marksman are punched with a Stonebreaker 
arm, they will give a Slab Key Fragment. Having all 4 Fragments lets you craft a Slab Key which 
can be used in 1-4 to open Slabsland. 


1-1 HEART OF THE SUNRISE 


HEART OF THE SUNRISE is a level in ULTRAKILL, first of Limbo. It introduces the Attractor 
Nailgun and the Drones. From this level, 1-S can be accessed. 


Dialogue: 
None 


Enemies: 
- Filth 
- Stray 
- Schism 
- Drone 
- Malicious Face 


Unlockables: 
- Attractor Nailgun 


- Slab Key Fragment 1 


1-2 THE BURNING WORLD 


THE BURNING WORLD is a level in ULTRAKILL, second of Limbo. It introduces streetcleaners, 
Rodent enemies, as well as the Cancerous Buff. and fire (no it doesn’t) (who wrote this). 


Dialoque: 
None 


Enemies: 
- Filth 
- Stray 
- Schism 
- Drone 
-  Streetcleaner 
- Cerberus 
- Cancerous Rodent (Secret) 
- Very Cancerous Rodent (Secret) 


Unlockables: 
- Slab Key Fragment 2 


1-3 HALLS OF SACRED REMAINS 


HALLS OF SACRED REMAINS is a level in ULTRAKILL, third of Limbo. It introduces Split color 
doors. 


Dialogue: 
None 


Enemies: 
- Filth 
- Stray 
- Schism 
- Drone 
- Cerberus 
- Malicious Face 
- Hideo Us. Kojima 
- Agony (Secret) 
- Tundra (Secret) 


Unlockables: 
- Agony Key Fragment (50% Drop Chance) 
- Tundra Key Fragment (50% Drop Chance) 


- Slab Key Fragment 3 


1-4 CLAIRE DE LUNE 


CLAIRE DE LUNE is a level in ULTRAKILL, fourth of Limbo. It introduces this asshole red robot. 
If the Slab Key is used on the Slab door, a portal will open where the Slab Revolver would be 
that leads to Slabsland. The technically first Skeleton encounter can be found here if Hank’s 
Head (Gold) is placed into the blue skeleton’s corpse. 


Dialogue: 
None 


Enemies: 
- V2 
- Skeleton 


Unlockables: 
- Knuckleblaster 
- Slab Revolver 
- Slab Key Fragment 4 


1-P THE TRUE LIMBO 


THE TRUE LIMBO is a Perfect level in ULTRAKILL Online. It acts as the hardest level in all of 
Limbo, proving as a true test for those who have P-ranked all of the layer. 


Dialogue: 
None 


Enemies: 
- Filth 
- Stray 
- Schism 
- Soldier 
- Idol 
- Mindflayer 
- Drone 
- Hideous Mass 
- Malicious Face 
- Cerberus 
- Mimic 
-  Streetcleaner 


Unlockables: 
- Perfect Key Fragment 2 


/1 SLABSLAND // 


SLABSLAND is an optional sector in Limbo. It’s essentially a more advanced form of Limbo, 
having actually real skies, vegetation and wildlife. The sector possesses many Slabs which 
have to be enabled in order to progress into the level. Slabsland can be accessed by using the 
Slab Key on the Slab Door, which creates a portal directly leading to Lower Slabsland. From 
there, the player must climb to Upper Slabsland and then traverse it to finally reach the 
Slabslord. 


SL-1 VERTICAL SLAB 


VERTICAL SLAB is a level in ULTRAKILL, first of Slabsland. This level is entirely vertical and is 
the entrance to Upper Slabsland. It introduces Slab Enemies. 


Dialogue: 
None 


Enemies: 

- Slab Filth 

- Slab Stray 

- Slab Schism 

- Slab Drone 

- Slab Malicious Face 
Unlockables: 

- None 


SL-2 DIAGONAL SLAB 


DIAGONAL SLAB is a level in ULTRAKILL, second of Slabsland. This level is entirely diagonal, 
being essentially a glorified ramp. It introduces Slabsmen Demons. 


Dialogue: 
None 


Enemies: 

- Slab Filth 

- Slab Stray 

- Slabsman 

- Slab Drone 

- Slab Cerberus 
Unlockables: 

- None 


SL-3 HORIZONTAL SLAB 


HORIZONTAL SLAB is a level in ULTRAKILL, third of Slabsland. This level is entirely 
horizontal, effectively being a normal level. It introduces.. 


Dialogue: 
None 


Enemies: 
- Slab Filth 
- Slab Stray 
- Slabsman 
- Slab Drone 
- Slab Cerberus 
- Slab Malicious Face 


Unlockables: 
- None 


SL-4 SLABSLORD 


SLABSLORD is a level in ULTRAKILL, fourth of Slabsland. This is where you confront the 
Slabslord who has been setting up all these slabs in limbo. 


Dialogue: 
Slabslord: “Machine! There you are! You are quite strong... But you are NOTHING compared to 


my slabs and now you DIE.” 


Enemies: 

- Slab Lord 

- Slab Ground Turret 
Unlockables: 

- Slab Shotgun 

- Halfslab Key (10% Drop Chance) 


/1 HALFSLAB // 


HALFSLAB is an optional sector in the Limbo Layer. Halfslab is an abandoned area of The 
Slabslands, Where the abandoned and forsaken Slab Gear is found. It can be accessed by 
getting the Halfslab Key from the Slabslord and using it on 1-3’s Split color door. All of the levels 
except for HSL-3 and HSL-4 in this area are dark. The player therefore must use their flashlight. 


HSL-1 SOMETHING SLAB 


SOMETHING SLAB is a level in ULTRAKILL, first of Halfslab. This level has no power on and 
therefore no lights, meaning the player must use their flashlight. It introduces Broken Slab 
Enemies. 


Dialoque: 
None 


Enemies: 

- Broken Slab Filth 

- Broken Slab Stray 

- Broken Slab Malicious Face 
Unlockables: 

- None 


HSL-2 BROKEN SLABS 


BROKEN SLABS is a level in ULTRAKILL, second of Halfslab. Like HSL-1, this level has no 
power on and therefore no lights, meaning the player must use their flashlight. It introduces 
alarms and spotlights. 


Dialogue: 
None 


Enemies: 

- Broken Slab Filth 

- Broken Slab Stray 

- Broken Slab Malicious Face 

- Broken Slab Cerberus 

- Broken Slab Drone 
Unlockables: 

- None 


HSL-3 SSSLABSTORM 


SSSLABSTORNM is a level in ULTRAKILL, third of Halfslab. It is much more intense than both of 
the levels right before it and introduces Slightly Repaired Broken Slab Enemies along with Slab 
Gears. 


Dialogue: 
None 


Enemies: 
- Slightly Repaired Broken Slab Filth 


- Slightly Repaired Broken Slab Stray 
- Slightly Repaired Broken Slab Cerberus 
- Slightly Repaired Broken Slab Drone 
- Slightly Repaired Broken Slab Schism 
- Mini Slab Gear 
- Immobilised Slab Gear 
Unlockables: 
- None 


HSL-4 SLAB GEAR SOLID 


SLAB GEAR SOLID is a level in ULTRAKILL, fourth of Halfslab. This is where the abandoned 
Slab Gear Rex is found, one of the most powerful tools in all of the Galaxy, which was originally 
going to be used to begin nuclear warfare on Earth. 


Dialogue: 
None 


Enemies: 

- Slab Gear Rex 
Unlockables: 

- Slab Gear Missile Strike 


[1 LUST // 


LUST is the Second main layer of ULTRAKILL online. It is a vast space of nothingness with very 
strong cold winds blowing through all of it. However, before the events of ULTRAKILL, massive 
cities were built on the layer, as per orders of King Minos who decided that loving someone 
should not be punished this hard. However, he was struck down by Gabriel and since then the 
cities have been abandoned. 


2-1 BRIDGEBURNER 
BRIDGEBURNER is a level in ULTRAKILL, first of Lust. It introduces Bridges 


Dialoque: 
None 


Enemies: 
- Filth 
- Stray 
- Schism 
- Drone 
-  Streetcleaner 


- Cerberus 
- Malicious Face 


Unlockables: 
- None 


2-2 DEATH AT 20,000 VOLTS 


DEATH AT 20,000 VOLTS is a level in ULTRAKILL, second of Lust. It introduces electrical 
boxes, the Soldier and the Electric Railcannon. 


Dialoque: 
None 


Enemies: 
- Filth 
- Stray 
- Schism 
- Soldier 
- Drone 
-  Streetcleaner 
- Cerberus 
- Malicious Face 


Unlockables: 
- Electric Railcannon 


2-3 SHEER HEART ATTACK 


SHEER HEART ATTACK is a level in ULTRAKILL, third of Lust. It is a Hydro-electric plant that 
introduces heart-shaped pools, the Mindflayer and Blue Cerberi. 


Dialogue: 
None 


Enemies: 
- Filth 
- Stray 
- Soldier 
- Drone 
-  Streetcleaner 
- Malicious Face 
- Mindflayer 
- Blue Cerberus 


Unlockables: 
- None 


2-4 COURT OF THE CORPSE KING 


COURT OF THE CORPSE KING is a level in ULTRAKILL, fourth of Lust. It introduces trams 
and Superbosses. 


Dialogue: 
None 


Enemies: 
- Corpse of King Minos 
- Skeletal Parasite 


Unlockables: 
- None 


2-P THE TRUE LUST 


THE TRUE LUST is a Perfect level in ULTRAKILL Online. It acts as the hardest level in all of 
Lust, proving as a true test for those who have P-ranked all of the layer. 


Dialogue: 
V1 “im ultra” 


Enemies: 
- Filth 
- Stray 
- Schism 
- Soldier 
- Ground Turret 
- Ceiling Turret 
- Wall Turret 
- Rocket Turret 
- Sentry 
- Idol 
- Mindflayer 
- Drone 
- Hideous Mosquito 
- Malicious Face 
- Blue Cerberus 
-  Streetcleaner 


Unlockables: 


- Perfect Key Fragment 3 


/1 MINOS VEGAS // 


MINOS VEGAS is an optional sector in the Lust layer. It is essentially the Capital of the Lust 
layer. This sector can be accessed by buying a Lust Train Card from the Streetseller. This sector 
is the only remaining city in Lust that still has an active city. 
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MV-1 TRAM TO VEGAS 


TRAM TO VEGAS is a level in ULTRAKILL, first of Minos Vegas. It introduces trains and the 
Lust Inhabitant enemy variant. 


Dialoque: 
None 


Enemies: 
- Lust Filth 
- Lust Stray 
- Lust Schism 
- Lust Skeleton 
- Ground Turret 
- Ceiling Turret 


Unlockables: 


- None 


MV-2 WELCOME TO SLAYR- UH | MEAN MINOS CITY 


WELCOME TO SLAYR- UH I MEAN MINOS CITY is a level in ULTRAKILL, second of Minos 
Vegas. It introduces apartment renting. 


Dialoque: 
None 


Enemies: 
- Lust Filth 
- Lust Stray 
- Lust Schism 
- Lust Skeleton 
- Ground Turret 
- Ceiling Turret 
- Lust Malicious Face 
- Lust Mindflayer 
- Blue Cerberus 


Unlockables: 
- Apartment 


MV-3 WHO IS THIS GUY 


WHO IS THIS GUY is a level in ULTRAKILL,(?) third of Minos Vegas. It introduces Spamton. 
Wait, what? What the fuck? how ? 


Dialogue: 
Spam ton 


Enemies: 
- Spamton 


nlockabl 
- None 


MV-4 COURT OF THE CORP KING 


COURT OF THE CORP KING is a level in ULTRAKILL, fourth of Minos Vegas. It introduces 
Minosnet, which has taken over the city Lust and made it into an evil DARK le sad cyberpunk 
city where you have to PAY RENT. 


Dialoque: 

Minosnet: “MOVING ACTOR DETECTED IN CONTROL ROOM. ANALYSING...” 

Minosnet: “MECHANICAL LIFEFORM DETECTED. ACCESS: UNAUTHORIZED. TURN BACK 
NOW. OR FACE THE CONSEQUENCES OF YOUR ACTIONS.” 

Minosnet: “THEY ARE MY MACHINES. | AM THEIR BRAIN. TOGETHER, WE ARE LE BAD 
CORPORATION. AND YOU ARE LE PAWN IN LE COG. DIE.” 


Enemies: 
- Minosnet Computer 
- Minosator Machine 


Unlockables: 
- Minos Vegas Dark Sector Key (10% Chance) 


/1 MINOS VEGAS DARK SECTOR // 


MINOS VEGAS DARK SECTOR is the Dark Sector area of Minos Vegas. Its room primarily 
consist of rooms from MV-2, although there are a few rooms that originate from MV-3. 


Rooms: 

- Vertical 4-Way Room 

- Max Enemies: 20 
- Long Hallway 

- Max Enemies: 10 
- Apartments 

- Max Enemies: 30 
- Corner Hallway 

- Max Enemies: 10 
- 3-Way Room 

- Max Enemies: 15 
- Tram Control Room 

- Max Enemies: 30 


/1 OURPLE CITY // 
OURPLE CITY is the second optional location of Lust. And Why It Ourple ? ? 


QOSS9SS000G08SS8608 
Accessing Ourple City requires you to get the Ourple Key from the Minosnet Database after 
renting an apartment in Minos Vegas for more than a month. 


OPC-1 AND WHY HE OURPLE 


AND WHY HE OURPLE is a level in ULTRAKILL, first of Ourple City. It possesses many Trams 
and a lot of Malicious Faces. 


Dialogue: 
None 


Enemies: 
- Lust Filth 
- Lust Stray 
- Lust Schism 
- Lust Skeleton 
- Lust Malicious Face 
- Lust Streetcleaner 
- Lust Gargoyle 


Unlockables: 
- None 


OPC-2 HAHAHA THAT JOKE IS SO FUCKING FUNNY 


HAHAHA THAT JOKE IS SO FUCKING FUNNY is a level in ULTRAKILL, second of Ourple 
City. It points out to the player the fact that “And Why He Ourple” is a REALLY funny joke. 


Dialoque: 
None 


Enemies: 
- Lust Filth 
- Lust Stray 
- Lust Schism 
- Blue Cerberus 
- Lust Streetcleaner 
- Lust Mimic 


Unlockables: 
- None 


OPC-3 NO IT ISN’T KILL YOURSELF 


NOT IT ISN’T KILL YOURSELF is a level in ULTRAKILL, third of Ourple City. It points out to the 
player the fact that the joke is actually dead and buried 6 feet underground. It also gives the 
player a Joke Book in order to get funnier, when in reality it should be given to Ultrakill Corp for 
making this joke. 


Dialoque: 
None 


Enemies: 
- Lust Filth 
- Lust Stray 
- Lust Schism 
- Lust Malicious Face 
- Blue Cerberus 
- Lust Streetcleaner 
- Lust Mimic 
- Lust Gargoyle 


Unlockables: 
- Joke Book 


OPC-4 OLD THRONE 


OLD THRONE is a level in ULTRAKILL, fourth of Ourple City. It is where the original throne of 
King Minos resides. Standing in front of it is a machine called X1, which you fight. 


Dialogue: 
None 


Enemies: 
- X14 


Unlockables: 
- Blood Tank 


// OURPLE CITY DARK SECTOR // 


OURPLE CITY DARK SECTOR is the Dark Sector area of Ourple City. Its rooms all equally 
come from different areas of each level. 


Rooms: 

- Ourple Core 

- Max Enemies: 30 
- Roundabout 

- Max Enemies: 15 
- Highway 

- Max Enemies: 20 
- Rooftops 


- Max Enemies: 20 
- Tramway Section 
- Max Enemies: 30 
- Luxury House 
- Max Enemies: 30 
- hell 
- Max Enemies: 200 (hideous mass only) 


// GLUTTONY // 


Gluttony is the third main layer of ULTRAKILL Online, and it is the only layer to differ from its 
first appearance in ULTRAKILL. Originally, it was depicted as a palace made out of guts and 
bones where the gluttonous sinners get turned into flesh. However, in ULTRAKILL Online, it is 
depicted as a palace made out of different types of cheese where the gluttonous sinners get 
turned into cheese and are eternally feasted on by Cancerous Rodents and Very Cancerous 
Rodents. 


3-1 BELLY OF THE CHEESE 


BELLY OF THE CHEESE isa level in ULTRAKILL, first of Gluttony. It introduces Cheese, 
Cheesy Enemies, and Poisonous cheese pools. 


Dialogue: 
None 


Enemies: 
- Cheesy Filth 
- Cheesy Stray 
- Cheesy Schism 
- Cheesy Skeleton 
- Cheesy Soldiers 
- Mozzarella Face 
- Cheesy Cerberus 
- Cheesy Streetcleaner 
- Mindflayer 


Unlockables: 
- Cheese Key Fragment 1 


3-2 IN THE CHEESE 


IN THE CHEESE is a level in ULTRAKILL, second of Gluttony. It is where you first encounter the 
archangel Gabriel. 


Dialogue: 
Gabriel: "Machine, turn back now. The layers of this palace are not for your kind. Turn back, or 
you will be crossing the Will of God." (When the player enters the second room) 


Gabriel: "Your choice is made. As the righteous hand of The Father, | shall rend you apart, and 
you will become inanimate once more." (When the player is about to cross the stone hands) 


Gabriel: "BEHOLD! THE POWER OF AN ANGEL!" (Upon the battle’s start) 
Gabriel: "ENOUGH!" (Upon entering the second phase) 


Gabriel: "What? How can this be? Bested by this... this thing? You insignificant FUCK! THIS IS 
NOT OVER! By the way i fucking love cheese" (After being defeated) 


Gabriel: "May your Ls be many, and your bitches few" (After teleporting away) 


Gabriel also has various different taunts that he does in between attacks, but | couldn’t be 
bothered to put them in. 


Enemies: 
- Gabriel, Judge of Hell 


Unlockables: 
- Cheese Key Fragment 2 


3-P THE TRUE GLUTTONY 


THE TRUE GLUTTONY is a perfect level in ULTRAKILL Online, It acts as the hardest level in all 
of Gluttony, proving as a true test for those who have P-ranked all of the layer. 


Dialogue: 
None 


Enemies: 
- Cheesy Filth 
- Cheesy Stray 
- Cheesy Schism 
- Cheesy Skeleton 
- Cheesy Soldiers 


- Mozzarella Face 

- Cheesy Cerberus 

- Cheesy Streetcleaner 
- Ground Turret 

- Ceiling Turret 

- Wall Turret 

- Rocket Turret 

- Sentry 

- Idol 

- Mindflayer 

- Very Cancerous Rodent 


Unlockables: 
- Cheese Key Fragment 3 


// THE CHEESE CATACOMBS // 


THE CHEESE CATACOMBS is the first optional location of Gluttony. It is an ancient place of 
worship, utilizing very grand and elegant architecture. 

Accessing it requires collecting all 3 Cheese Key Fragments and giving them to the Mildly 
Cancerous Rodent, who guards the gates that lead to it. 


TCC-1 PARMESAN GRANTED 


PARMESAN GRANTED is a level in ULTRAKILL Online, first of The Cheese Catacombs. It 
introduces crumbling cheese tiles and radioactive rodents. 


Dialogue: 
None 


Enemies: 
- Cheesy Filth 
- Cheesy Stray 
- Cheesy Schism 
- Cheesy Skeleton 
- Mozzarella Face 
- CheesyCerberus 
- Cheesy Gargoyle 
- Cheesy Streetcleaner 
- Wall Turret 
- Rocket Turret 
- Idol 
- Mindflayer 
- Radioactive Rodent 


- Very Cancerous Rodent 


Unlockables: 
None 


TCC-2 INTO THE CHEESEGRATER 


INTO THE CHEESEGRATER is a level in ULTRAKILL Online, second of The Cheese 
Catacombs. It introduces Cheese Graters and Poisonous Rodents. 


Dialogue: 
None 


Enemies: 
- Cheesy Stray 
- Cheesy Skeleton 
- MozzarellaFace 
- CheesyCerberus 
- Cheesy Gargoyle 
- Cheesy Mimic 
- Cheesy Streetcleaner 
- Wall Turret 
- Rocket Turret 
- Idol 
- Cheesy Insurrectionist 
- Radioactive Rodent 
- Poisonous Rodent 
- Very Cancerous Rodent 


Unlockables: 
None 


TCC-3 CHEDDAR DAYS 


CHEDDAR DAYS is a level in ULTRAKILL Online, third of The Cheese Catacombs. It introduces 
Cheese 2. 


Dialoque: 
None 


Enemies: 
- Cheesy Stray 
- Cheesy Skeleton 
- Mozzarella Face 


- Cheesy Cerberus 

- Cheesy Gargoyle 

- Cheesy Mimic 

- Cheesy Streetcleaner 

- Stalker 

- Virtue 

- Wall Turret 

- Rocket Turret 

- Radioactive Rodent 

- Poisonous Rodent 

- Very Cancerous Rodent 
- Florp, Guardian of The Door (Miniboss) 


Unlockables: 
None 


TCC-3 Leak (drawn by Maddison Baek 


TCC-4 LORD AND SAVIOR 


LORD AND SAVIOR is a level in ULTRAKILL Online, fourth of The Cheese Catacombs. It 
introduces Cheesus Christ, who is the ruler of The Cheese Catacombs. 


Dialogue: 
Idk 


Enemies: 
- Cheesus Christ 
- Idols 
- Virtues 
- Ferryman 


Unlockables: 
- Golden Crucifix Arm 


ACT Il - IMPERFECT HATRED 


// GREED // 


Greed is the fourth main layer of ULTRAKILL Online, and the first of Act II. It is essentially a 
very large desert with pyramids and old, human structures and monuments, like the Eiffel Tower 
or the Statue of Liberty. 


4-1 SLAVES TO POWER 


SLAVES TO POWER is a level in ULTRAKILL, first of Greed. It introduces Sand. Oh and uh 
Virtues i guess. 


Dialogue: 
V1: “Welp! This is making me pretty Greedy.” (If in the party) 


Enemies: 
- Filth 
- Strays 
- Schisms 
- Soldiers 
- Drones 
- Cerberi 
- Malicious Faces 
- Streetcleaners 
- Virtues 


Unlockables: 
- None 


4-2 GOD DAMN THE SUN 


GOD DAMN THE SUN is a level in ULTRAKILL, second of Greed. It introduces the Sanded buff, 
Stalkers and the Sisyphean Insurrectionist. This level can give access to The Moon, thanks to 
the Moon Pendant. 


Dialoque: 
None 


Enemies: 
- Filth 
- Strays 
- Schisms 
- Soldiers 
- Stalkers 
- Drones 
- Cerberi 
- Malicious Faces 
-  Streetcleaners 
- Virtues 
-  Insurrectionists 


Unlockables: 
- Moon Pendant 


4-3 A SHOT IN THE DARK 


A SHOT IN THE DARK is a level in ULTRAKILL, third of Greed. It introduces the Torch (if P-1 
Isn’t considered) and Mysterious Druid Knight and the Owl. 


Dialogue: 
Something Wicked Jr.: “Something Wicked comes this way...” 


And whatever the fuck MDK says 


Enemies: 
- Filth 
- Strays 
- Schisms 
- Soldiers 
- Stalkers 
- Drones 
- Cerberi 
- Malicious Faces 
- Streetcleaners 
- Virtues 
- MDK(& Owl) 


Unlockables: 
- None 


4-4 CLAIR DE SOLEIL 


CLAIR DE SOLEIL is a level in ULTRAKILL, fourth of Greed. It is where you beat the FUCK 
outta V2. 


Dialogue: 
V1: (sickest line ever btw): “You're 


Enemies: 
- V2 
- The other enemies idk 


Unlockables: 
- Whiplash 


ACT IV - HIGHLY RESPONSIVE TO BLOOD 


// ULTRALANDS: FOOTHILLS // 


The ULTRALANDS are one of the primary locations of the ULTRAKILL Universe. It is where the 
ULTRACORP HQ resides and so where VO lives. These lands are located on the surface of 
Earth, in what once was North America. They are vast, red plains with some dead forests 
scattered around, along with many destroyed cities. One of those cities, however, was restored 
by an ULTRACORP effort in order to make a place where all machines can live in peace, a city 
named of Ultra, which has given it the name of Ultracity. 

In ACT IV, the outskirts of the ULTRALANDS are attacked. VO sends many people to defend the 
place and investigate on the matter. 


10-1 RED FOREST 


RED FOREST is a level in ULTRAKILL 4, first of FOOTHILLS. This is where search mode is 
introduced, a brand new mechanic involving the search and analysis of data on the field. 
Horrors, the very first monsters, are also introduced. 


Dialogue: 

VO: “There we are. This is apparently where multiple sightings of strange creatures have been 
spotted. Investigate and report anything strange you see.” 

V0: “Strange. These footprints... I’ve never seen something like this before! Keep investigating.” 
VO: “Is this...? Those creatures are completely new to me! Fight them!” 


Enemies: 
- Filth 
- Strays 
- Horrors 


Unlockables: 


- Nothing 


10-2 ANEW THREAT 


A NEW THREAT is a level in ULTRAKILL 4, second of FOOTHILLS. More monsters are 
introduced, and it is the first level to exclusively have monster enemies. It also introduces 
zombies. 


Dialogue: 
V0: “We’re getting farther away from the city, and I’m also getting a stronger detection of those 
new threats. Take them out and investigate further.” 


Enemies: 
- Zombie 
- Horrors 


Unlockables: 
- Monster Key 


10-3 MONSTER GENERATOR 


MONSTER GENERATOR is a level in ULTRAKILL 4, third of FOOTHILLS. Even more monsters 
are introduced, and it still possesses monster type enemies exclusively. You also fight Gabriel 
there. 


Dialogue: 

VO: “This seems like the source of all these strange enemies. Time to end this! Enter the 
building and deal with them!” 

V0: “Wait a second... Gabriel!” 

Gabriel: “Ah, machine. Why are you here? Investigating the red mist and monsters too? | 
thought as much.” 

Gabriel: “Machine, what do you think of a little duel? After this, maybe we can team up to defeat 
whatever's in there.” 

Gabriel: “AGH! ...Well, you beat me. Let’s go, | think it’s in our best interest to stick together, 
machine.” 


Enemies: 
- Zombie 
- Horrors 
- Wendigo 
- Bone Monk 
- Gabriel, Fallen Angel 


Unlockables: 
- Nothing 


10-4 SOURCE OF THE MONSTERS 


SOURCE OF THE MONSTERS is the fourth level in ULTRAKILL 4’s FOOTHILLS. This is where 
you fight the Quake Ranger. 


Dialogue: 

VO: “Here we are. The source of all these strange hostile creatures. Maybe we'll find whoever’s 
responsible of this.” 

Gabriel: “Wait a second... Is this...! What the?!” 

VO: “What is it, Gabriel?!” 

Gabriel: “This entity... it’s... HUMAN!” 

VO: “WHAT?!” 

VO: “Whatever, he’s hostile... V1, Take him out!” 


[After boss defeat] 


VO: “Just what the hell was that?” 

Gabriel: “... | think | know what’s happening. This is a portal, right? What if this portal is throwing 
stuff from other dimensions here?” 

VO: “This.. Makes sense. So is this human is also trying to stop the monsters? That would 
explain why he would think we're hostile. In his world, maybe robots were hostile to him too!” 
Gabriel: “Perhaps.” 

V0: “V1, take this human with you, we’re going back to HQ. Gabriel, you can follow us if you 
want. We'll need help for this.” 


Enemies: 
- Quake Ranger 


Unlockables: 
- Super Nailgun Blueprint (5% Drop Chance) 


// DIMENSIONAL JUMP // 


DIMENSIONAL JUMP refers to the events that happen in the 2nd section of ULTRAKILL 4. In 
this chapter of the game, V1 jumps through many different portals that all transport to different 
dimensions. The purpose of this is to find the one creating all these portals and stop them from 
doing so, while recruiting more help along the way. 


11-1 DOOMED 


DOOMED is the first level of DIMENSIONAL JUMP. It is essentially a classic DOOM version of 
ULTRAKILL, with enemies flattened into seeming like DOOM sprites. This is where we find the 
Doomguy, who is ready to help with stopping the portal-opening days of the one behind them. 


Enemies: 
- Filth 
- Strays 
- Schisms 
- Soldiers 
- Stalkers 
- Drones 
- Cerberi 
- Idols 
- Skeleton 
- Malicious Faces 
-  Streetcleaners 
- Virtues 


Unlockables: 
- Doomguy Character 


11-2 QUAKED 


QUAKED is the second level of DIMENSIONAL JUMP. It is pretty much the classic video game 
Quake, remade into ULTRAengine. Every enemy has vertex warping forcefully enabled, to 
simulate the RETRO video game this takes inspiration of. 


Enemies: 
- Filth 
- Strays 
- Schisms 
- Soldiers 
- Stalkers 
- Wendigo 
- Zombie 
-  Cerberi 
- Idols 
- Skeleton 
- Ferryman 
-  Streetcleaners 


Unlockables: 
- RETRO V1 Skin 


11-3 LIFE: HALVED 


LIFE: HALVED is the third level of DIMENSIONAL JUMP. The level is built like a Half-Life Level, 
set in Black Mesa. HECU soldiers, the first regular human enemy, appear for the first time here. 
This is where Gordon Freeman is met and recruited. 


Enemies: 
- Filth 
- Strays 
- Schisms 
- Soldiers 
- Stalkers 
- Swordsmachine 
- Mindflayer 
- Cerberus 
-  Streetcleaners 
- HECU Soldier 


Unlockables: 
- Gordon Freeman Character 


11-4 COMBAT EVOLVES 


COMBAT EVOLVES is the fourth level of DIMENSIONAL JUMP. The level is set on Delta Halo. 
The Covenant make their first appearance. Master Chief is also soon convinced to join, 
although being a little persistent on how he must stop the Covenant. VO assures Chief that he 
will be able to go back right where he was when this is all done. 


Dialogue: 

VO: “Master Chief? This is VO, a Human Machine that comes from a vastly alternate reality from 
yours. We are here because a much larger threat is at hand. I’m sure you have noticed the 
portals opening. A large threat of unknown origin is opening all the portals and we must find out 
who before it’s too late. Will you join us?” 

Master Chief: “But the Covenant. | must stop them before they use Halo.” 

V0: “Worry not, Sierra-117. You can come back right when you left when this is all over.” 
Master Chief: “Really? What do you think Cortana?” 

Cortana: “I think that, while highly suspicious, they may not be lying. You HAVE seen those 
portals, right? All these strange creatures coming out of them, already adding to the threats we 
have to deal with? We should stop them. After that, we can come back here. 

VOizSo?! 

Master Chief: “Sure.” 


Enemies: 
- Covenant Grunt 
- Covenant Jackal 
- Covenant Elite 
- Covenant Hunter 
- Covenant Brute 


Unlockables: 


- Sierra-117 Master Chief Character 


// INTERMISSION - ULTRACORP HQs // 


Dialogue: 

VO: “I think we have successfully gathered enough individuals here. Welcome you all, to the 
ULTRACORPS HQs. This place is likely vastly different compared to yours I’m sure, but worry 
not, you'll get used to it. Come to the briefing room ASAP.” 


At Briefing room: 

VO: “As you may have noticed, many portals have opened across many dimensions, if not every 
dimension. We must put an end to this, as it is causing massive problems within space and 
time. Reality will fall apart if we do not stop them! So, With your help, Gordon Freeman, Doom 
Marine, Master Chief and you, Machine, we will stop the portal opening days.” 

V0: “Today commences Operation Portalbreaker. With those Portal Source locators, after 
entering enough portals, you will be able to collect the data of the slipgates and locate the 
source of whatever is opening them. From there, we will be able to stop the person doing this 
and finish this! Are you ready? If so, go to the ULTRACORP™ helicopter. We're going today!” 


// OPERATION PORTALBREAKER // 


OPERATION PORTALBREAKER is the final chapter of ULTRAKILL 4. During this event, all 4 
players will go through randomly generated levels to find portals and collect data on them. After 
enough missions are complete, the players will enter the Final Portal and battle the final boss of 
ULTRAKILL 4. 


12-1 ULTRALANDS DARK SECTOR 


ULTRALANDS DARK SECTOR is an original Dark Sector area. The terrain and structures is 
completely randomly generated, No Man’s Sky-like, and so is the portal’s location. 
50 Portal Data Chips are required to gain access to 12-2. 


Area types: 
- Foothills Plains 
- Foothills Forest 
- Foothills Lake 
-  Ultracave Ice 
- Ultracave Lava 
- Ultracave Lush 
- Ultracave Crystal 
Structure Types: 
- Factory 
- House 
- Mansion 


- Mine 
- Military Base 
- Abandoned Military Base 


12-2 AND THE ULTRA SHALL KILL 


AND THE ULTRA SHALL KILL is the final level of ULTRAKILL 4. This is where the Final boss 
is fought. 


Dialoque: 


The five Ultrakillers (V1, V2, Doomguy, Gordon Freeman and Master Chief) arrive at 
destination 


V0: “So... Who is opening all these portals?” 

Facility Systems: “WARNING. INTRUDERS DETECTED. SIX COUNTED. AWAITING INPUT.” 
2??? (through speakers): “Let them in.” 

V0: “WHO IS BEHIND ALL THIS? REVEAL YOURSELF!” 

222: “Well, well, well. If it is not the ones who have.. Hmm.. interfered? With our operation?” 
VO: “.. Wait a second..” 


V0: “THE GOVERNMENT MAW!” 

G-Man: “I.. Guess you could say .. that. Hm. *gulp*” 

G-Man: “Well, Mr. Machine... | don’t mean to, well, annoy you... But you cannot stop this. My 
employers are.. Very dead set on keeping the Anti-Mass Spectrometer.. Running.” 

VO: “The Anti... are we in Black Mesa?! What dimension is this?” 

G-Man: “Yes, and this dimension too is... Black Mesa.” 

VO: “...What?” 

G-Man: “It would seem as if you.. Are missing some.. Details, Machine. Look around you, Look.. 
Outside.” 


An entire planet has the logo of Black Mesa printed on it. There’s also an Aperture planet 
right next to it. 


VO: “Oh my god.” 

G-Man: “In this reality, Black Mesa succeeded in taking over the entire planet with its portal tech, 
and soon after, the entire Universe. Not even the, well, combine... Could have stood a chance 
against.. Them. And.. Before you ask. Yes, my employers are partly behind making this a ... “lip 
smack* reality.” 

V0: “How did you..?! | thought Black Mesa was ALWAYS set on becoming a failure!” 

G-Man: “Hmm... Perhaps | treated your intelligence too softly, machine. Infinite Universes, 
means... Infinite Possibilities.. All it needed was.. A little nudging. | cannot let you change this 
Universe and end our portals. |... “deep inspiration* will have to kill you. “lip smack*” 

VO: “Nuh uh. End him.” 


After G-Man is defeated 

G-Man: "Ahhh... Hm. Machine, you do realize that... Defeating me does not end this? My 
employers are still out there. And besides... *portal opens* | can run away. We will meet again." 
V0: “CATCH HIM!” 


A girl dressed in red can be seen flying to the portal before it closes 
VO: “Who the fuck” 
V0: “FOLLOW THEM BOTH!” 


TO BE CONTINUED! Says v1 and then credits roolllllll!!! | fucking hate this doc so much it’s 
unreal(engine 5) 


Enemies: 
- Covenant Grunt 
- Covenant Jackal 
- Covenant Elite 
- Covenant Hunter 
- Covenant Brute 
- HECU Soldier 
- Zombie 
- Horrors 
- Wendigo 
- Bone Monk 
- Filth 
- Stray 
- Schism 
- Soldier 
- Idol 
- Mindflayer 
- Drone 
- Hideous Mass 
- Malicious Face 
- Cerberus 
- Mimic 
-  Streetcleaner 
- G-Man 


Unlockables: 
- Future Gravity Gun (1% Drop chance) 


ACT V - THE MECHA MENACE 


// FUTURE MESA 


FUTURE MESA is the first area of ULTRAKILL 5. It is a far more advanced version of the more 
known Black Mesa, in a future where the entire universe has become Black Mesa’s property. 
However, the corporation is now lead by the G-Man and his “employers”, and they are using the 
Anti-Mass spectrometer to open portals for unknown reasons. 


13-1 RISE AND SHINE 


RISE AND SHINE is the first level of ULTRAKILL 5. It is located in Future Mesa and is set right 
after the ULTRA team jumped into the G-Man’s portal. 


Dialogue: 
G-Man: "Ahhh... Still.. Following me?” 


Enemies: 
- HECU Soldiers 
- Filth 
- Wendigos 
- Mindflayers 
- Swordsmachines 
-  Sentries 
- Commandos 


Unlockables: 
- Nothing 


13-2 THE RIGHT MAN 


THE RIGHT MAN is the second level of FUTURE MESA. This level contains underwater 
sections. 


Dialogue: 
G-Man: "Persistent, are you .. not?” 


Enemies: 
- Covenant Hunter 
- Filth 
- Drones 
- Mindflayers 
- Swordsmachines 
- Idols 


-  Sentries 
- Skeletons 
- Commandos 


Unlockables: 
- Nothing 


13-3 IN THE WRONG PLACE 


IN THE WRONG PLACE is the third level of FOTURE MESA. This level introduces space 
sections and V Models. 


Dialogue: 
Facility Al: “WARNING. HULL BREACH DETECTED.” 


G-Man: "Yes, | can breathe in space.” 


Enemies: 
- Drones 
- Mindflayers 
- Swordsmachines 
-  Sentries 
- Ground Turret 
- Ceiling Turret 
- Wall Turret 
- Rocket Turret 
- V Model 


Unlockables: 
- Nothing 


13-4 | FORGOT THE REST 
| FORGOT THE REST is the fourth level of FUTURE MESA. This is where you fight V2000. 


Dialogue: 
Facility Al: “WARNING. INTRUDERS DETECTED IN VERSION 2000 SPACE.” 


G-Man: "Ahhnh.. It worked. | baited you into our new invention. Your new death trap.” 
V0: “What?” 

G-Man: “Here comes.. V3.” 

V2000: “hi im V2000 nice to meet you die” 

G-Man: “Fuck” 


/! after defeating V2000 
VO: “That just happened.” 
G-Man: “You . .Have not seen the.. *gulp* best yet. | Hope you’re .. Ready, V0.” 


V0: “What do you mean?” 
G-Man: “Let’s just say you.. Should have checked... The ultracorp mech box.” 
VO: “Oh no... Our mechs are gone! Run back to base.” 


Enemies: 
- \V2000 


Unlockables: 
- Nothing 


// ULTRACORP RAID 


ULTRACORP RAID is the second area of ULTRAKILL 5. The ULTRACORP HQs are being 
raided by Future Mesa and it’s up to you to stop them. 


14-1 ULTRACORP PORTAL FACILITY 


ULTRACORP PORTAL FACILITY is the first level of ULTRACORP. It is the very first level to 
introduce “Grind” mission types, taking the simulations of the Cybergrind into reality. 


Dialoque: 
Facility Al: “WARNING. INTRUDERS DETECTED IN SECTOR A, B, C, D, E, F, G AND H.” 


VO: “You four! Get to the mechbox! We’re gonna need those! Let me open the door for you.” 
VO: “Damn! Door locked! It’s been hacked! Let me hack into the mainframe to unlock it, you'll 
have to survive for now!” 


Enemies: 
- Every Cybergrind Il Enemy 


Unlockables: 
- Nothing 


14-2 ULTRACORP ARMORY FACILITY 


ULTRACORP ARMORY FACILITY is the second level of ULTRACORP. Like the previous level, 
it is a Grind level. 


Dialogue: 
Facility Al: “WARNING. INTRUDERS DETECTED IN SECTOR C, D, E, F, G AND H.” 


VO: “You four! Get moving! We're getting closer to the mechbox! Let me open the door for you.” 
VO: “Damn! Door locked! It’s been hacked! Let me hack into the mainframe to unlock it, you'll 
have to survive for now!” 


Enemies: 


- Every Cybergrind Il Enemy 


Unlockables: 
- Nothing 


14-3 ULTRACORP FORTNITEHIUVOTEHUIOAOTA3Z FACILITY 


ULTRACORP FORTNITEHIVOTEHUIOAOTA3Z FACILITY is the third level of 
ULTRACORP. Like the previous level, it is a Grind level. 


Dialogue: 
Facility Al: “WARNING. INTRUDERS DETECTED IN SECTOR E, F, G AND H.” 


VO: “You four! Get moving! We're getting closer to the mechbox! Let me open the door for you.” 
VO: “Damn! Door locked! It’s been hacked! Let me hack into the mainframe to unlock it, you'll 
have to survive for now!” 


Enemies: 
- Every Cybergrind Il Enemy 


Unlockables: 
- Nothing 


14-4 ULTRACORP 95280891490581058 FACILITY 


ULTRACORP 95280891490581058 FACILITY is the fourth level of ULTRACORP. Like the 
previous level, it is a Grind level. 


Dialogue: 
Facility Al: “WARNING. INTRUDERS DETECTED IN SECTOR F, G AND H.” 


VO: “You four! Get moving! We're getting closer to the mechbox! Let me open the door for you.” 
VO: “Damn! Door locked! It’s been hacked! Let me hack into the mainframe to unlock it, you'll 
have to survive for now!” 


Enemies: 
- Every Cybergrind Il Enemy 


Unlockables: 
- Nothing 
14-5 ULTRACORP JH?RIOEJHEIORJHGEGI4FACILITY 


ULTRACORP RIOEJHEIORJHGEGI4FACILITYFACILITY is the fifth level of 
ULTRACORP. Like the previous level, it is a Grind level. 


Dialoque: 
Facility Al: “WARNING. INTRUDERS DETECTED IN SECTOR E, F, G AND H.” 


VO: “You four! Get moving! We're getting closer to the mechbox! Let me open the door for you.” 
VO: “Damn! Door locked! It’s been hacked! Let me hack into the mainframe to unlock it, you'll 
have to survive for now!” 


Enemies: 
- Every Cybergrind Il Enemy 


Unlockables: 
- Nothing 


14-6 ULTRACORP 
EFEEEEEEEEEEEEEEIAJE2(7144444444444444444444495208111111111K 
3355555553545, PIVIIIIIIIYIIIIIII9IIIIIIII9IIIIIIIII99999I999999999 
g99ggggg9999999gggggg9999999999999999999 


ULTRACORP ULTRACORP 
FEEEEEEEEEEEEEEIAJE217144444444444444444444495208111111111K 
rrrretrettees *  999999999999999999999999999999999999999999999999999 


9999999999999999999999999999999999999939 is the sixth level of 
ULTRACORP. Like the previous level, it is a Grind level. 


Dialogue: 
Facility Al: “WARNING. INTRUDERS DETECTED IN SECTOR F, G AND H.” 


VO: “You four! Get moving! We're getting closer to the mechbox! Let me open the door for you.” 
VO: “Damn! Door locked! It’s been hacked! Let me hack into the mainframe to unlock it, you'll 
have to survive for now!” 


Enemies: 
- Every Cybergrind Il Enemy 


Unlockables: 
- Nothing 


the previous level, it is a Grind level. 


Dialoque: 
Facility Al: “WARNING. INTRUDERS DETECTED IN SECTOR G AND H.” 


VO: “You four! Get moving! We're getting closer to the mechbox! Let me open the door for you.” 
VO: “Damn! Door locked! It’s been hacked! Let me hack into the mainframe to unlock it, you'll 
have to survive for now!” 


Enemies: 
- Every Cybergrind Il Enemy 


nlockabl 
- Nothing 


14-8 MEOW BITCH 


MEOW BITCH is the eigth level of ULTRACORP RAID, set in the Mechbox. This is where you 
fight the Commander. 


Dialoque: 
Facility Al: “WARNING. INTRUDER DETECTED WITHIN MECHBOX.” 


V0: “Who could possibly be behind this now?” 
V0: “What?.. Wait. IT CAN’T BE!” 

Commander KITR: 
“KXXXXXXAXXXXXXXXKXXXXXXXXXAXXXKKXKKXXKKXKXKXXAKKXXAKXXKKX KKK XKKXKXKXXXKXXAXXXKKXXKKXKXKXXKXX 
dddddddddddddddddddddddddddddd” 

VO: “YOU... You turned against us?! How could you, Commander KITR?!” 

Commander KITR: 

“| FOUND FOOD!” 

VO: “It feels bad saying this but... Take care of her.” 


// after defeating KITR 

V0: “I’m sorry, KITR. But it was the only way.” 

Commander KITR: “k” 

VO: “Now we must know. WHERE DID YOU SEND THE MECHS!?” 
Commander KITR: “eeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeee” 
VO: “Please... KITR...” 

Commander KITR: “VWWWVVVVVWVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVV" 
VO: “Wait...” 

Commander KITR: “aaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaa” 
Vo: “... Are you saying what | think you’re saying?” 

Oxoyanlant=larel=\al Qh ma eamalalalalalalalalalalalavalalalalalalalavalalalalalalalalalalalalalalalalalalalalalal 
VOR are 

Commander KITR: “ggggggggggggggggggggggggggggggggggggg¢gelion” 


VO: “I Knew it... They are taking over this universe... It all makes sense now, with the raw power 
coming from that universe. We must act quick, V1!” 


Enemies: 
- Commander KITR 


Unlockables: 
- KITR Playable Character 


// UNIVERSE 1054 


UNIVERSE 1054 is the final area of ULTRAKILL 5. Also known as the Alternate Evangelion 
Universe, it is where you must recover the stolen mechs and stop Future Mesa from using them. 


15-1 THE FINAL DECISION WE MUST ALL TAKE 


THE FINAL DECISION WE MUST TAKE is the first level of UNIVERSE 1054. It is located in the 
streets of Tokyo-3. 


Dialogue: 

V0: “Looks like we got here too late. The mechs are nowhere to be seen but if I’m correct, 
Future Mesa must have taken them into NERV HQ. At least, that’s what the radar is telling me. 
It also wouldn't be too out of the question that Future Mesa may be collaborating with NERV.” 
NEW-TOKYO COMMS: "ATTENTION. ATTACK OF ANGEL POSSIBILITY UNDER 
PROGRESS. PLEASE REMAIN CALM AND STAY INSIDE.” 

V0: “As expected, the buildings are retracting. It'll be harder to infiltrate. We can do this!” 


Enemies: 
- Swordsmachines 
- Ground Turrets 
- Wall Turrets 
- Ceiling Turrets 
-  Sentries 
- Mindflayers 
- Drones 
-  Streetcleaners 
- HECU Soldiers 
- Covenant Hunters 
- Covenant Elites 


Unlockables: 
- EVA Weapon Parts 


15-2 FLY ME TO THE MOON 


FLY ME TO THE MOON is the second level of UNIVERSE 1054. It is located in the NERV HQs. 
It introduces Swordflayers. 


Dialogue: 
VO: “We're in! Now we only have to go deeper. Let’s find the stolen Metal Gears!” 


Enemies: 
- Swordsmachines 
- Swordflayer 
- Ground Turrets 
- Wall Turrets 
- Ceiling Turrets 
-  Sentries 
- Mindflayers 
- Drones 
-  Streetcleaners 
- HECU Soldiers 
- Covenant Hunters 
- Covenant Elites 
- Covenant Grunt 


Unlockables: 
- Metal Gear Weapon Parts 


15-3 A WEAPON TO SURPASS ULTRAKILL 


A WEAPON TO SURPASS ULTRAKILL is the third and final level of UNIVERSE 1054. It is 
located in the Central Dogma. 


Dialogue: 
VO: “This is it. The mechs should be somewhere.” 


G-Man: “Ahhhhhh... Looks like you found ... Us.” 

VO: “Impossible! You again! But what are you doing in this universe?! What do you plan to do in 
such a place?” 

G-Man: “Heh. |.. *cough* uh.. “cough cough* Oh dear. *COUGH* FUCKING HELL I-* COUGH* 

FUCK AHG*cough* cough cough cough COUGH WHEEEEEEEEZZE COUGH * HELP ME! IM.. 
IVE *COUGH* BEEN.. *COUGH* POISONED?!” 

V0: “WHAT THE-” 

G-Man: “I... Knew it.. You traitor..” 

V0: “What is going on?!” 

G-Man: “Who knew you'd take me out like this, even after our great partnership... Gendo..” 

V0: “No way!” 


// A Metal Gear Sahelanthropus rises from a giant platform 


Gendo: “Take them all out.” 
V0: “Hang in there, V1!” 


/! Sahelanthropus Defeated 


VO: “I knew you could handle this. But now... The Metal Gear’s severely damaged. We'll send a 
squad down there to retrieve it. You can go home now. You deserve some rest.” 
V0: “Although... We still didn’t find that flying person. We'll have to look into this further.” 


Enemies: 
- Metal Gear Sahelanthropus 


Unlockables: 
- Metal Gear Sahelanthropus Parts (10% Each) 


Hey oxblood you should let me write the dialogue and shit for reimu i think that’d be really 
fucking funny -mike 


Detailed list of Ranks 


This list is a comprehensive explanation of what every rank does in ULTRAKILL Online, and as 
to what they unlock if you complete every level with said rank (outside of Prime Gates which can 
sometimes unlock additional bonuses too). 


P-RANK // Added in release 
- Complete a level with no death, the required style points and the required time. 
ALL P-RANK UNLOCKS: 
- V2 Mode 
- Toeblaster 
- Knuckleblaster Ultra 


U 


ULTRAKILL // Added in Update 4 - And The Ultra Shall Kill 
- P-Rank a level while never breaking your ULTRAKILL rank for more than 5 seconds. This 
means you must be fast and never be hit too much, which may prove very difficult. A tactic for 
unlocking this rank is to get good. 
ALL ULTRAKILL UNLOCKS: 
- V1 Prime character 


- Prime Weapons 


SAND // Added in Update 3 - Hit The Greedy 
- P-Rank the level with every enemy sanded. 
ALL SAND UNLOCKS: 
- — Insurrectionist Mode 


BLESSED // Added in release 
- P-Rank the level with CQC Blessed Enemies on. 
ALL BLESSED UNLOCKS: 
- Holy V1 


RADIANT // Added in release 
- P-Rank the level with any level of radiance. If your Radiance level was higher than 1, then it'll 
be marked as “+x”, x being the radiance level. 
ALL RADIANCE UNLOCKS: 
- Holy Council Bossfight 
- Radiant Weapon Skins 


PHASED // Added in Update 10 - Buffs N Debuffs 
- P-Rank a level with every enemy Phased. 
ALL PHASED UNLOCKS: 
- 50% Transparency Character Skin 
- 50% Transparency Weapon Skin 


CURSED // Added in Update 10 - Buffs N Debuffs 
- P-Rank a level with every enemy Cursed. If your Curse level was higher than 1, then it'll be 
marked as “+x”, x being the curse level. 
ALL CURSED UNLOCKS: 
- Unholy V1 


MIRRORED // Added in Update 5 - UltraartlU 
- P-Rank the level in mirrored mode. 
ALL MIRRORED UNLOCKS: 
- V11V Level invasions 
- Reverse Revolver Variant 


INVERTED // Added in Update 5 - UltraartlU 
- complete a level in Inverted Level mode. 
ALL INVERTED UNLOCKS: 
- Photonegative Character weapon 


CLASH MODE // Added in Update 3 - Hit The Greedy 
- P-Rank a level in Clash Mode. 
ALL CLASH MODE UNLOCKS: 
- Greedy Character Skin 


DEVIL MAY CRY // Added in Update 8 - Devil May Cry Update (Sponsored by Devil May Cry) 
- P-Rank a level in Hack & Slash V1 mode. 
ALL DEVIL MAY CRY UNLOCKS: 
- Dante from the Devil May Cry Series 
- Yamato for Gabriel & Swordsmachine 


ol 


SOMETHING WICKED // Added in release 
- Finish a level with Something Wicked chasing you. 
ALL SOMETHING WICKED UNLOCKS: 
- Dark Character Skin 
- Black hole Gun 


KANR-P // Added in Update 5 - UltraartlU 


- P-Rank a level in Inverted Level mode. 
ALL KANR-P UNLOCKS: 
- Photonegative Character skin 


SECRETS // Added in Release 
- P-Rank a level and find every secret in a level. 
ALL SECRETS UNLOCKS: 
-  Virtueblaster Arm 


NICE // Added in Release 
- finish a level 


ARM // Added in Release 
- P-Rank a level with only your arms equipped. 
ALL ARM UNLOCKS: 
- Armcannon Arm 


LEG // Added in Release 
- P-Rank a level with only your legs equipped. 
ALL LEG UNLOCKS: 
- _Legcannon Leg 


WHEELCHAIR MODE // Added in Release 
- P-Rank a level with no legs equipped/Wheelchair mode enabled. 
ALL WHEELCHAIR MODE UNLOCKS: 
- Powered Wheelchair 


FILTH MODE // Added in Release 
- P-Rank a level with no arms equipped/Filth mode enabled. 
ALL FILTH MODE UNLOCKS: 


- Blue Filth Character 


NO REFUELS // Added in Update 6 - Blood Is Actually Fuel 
- P-Rank a level with No Blood Refuels enabled. 
ALL NO REFUELS UNLOCKS: 
- Bloody Character skin 
- Blood Punch Arm 


Detailed list of NEW Mechanics 


// BUFFS // 


Ever since Update 10, there have been many new buffs included in Ultrakill Online, all of which 
do different things. 


SAND // 


The Sand buff is a buff that has been in Ultrakill ever since the first game. It makes enemies 
unable to give you blood, meaning parrying them is the only way to regain health from them. 
They are only encountered in earlier levels after finishing 4-2 with a 35% Spawn Chance and 
are not super hard to take care of, although you should still be careful and remember that they 
can’t give you blood. 

Il STATS // 

Spawn Chance: 35% 

Difficulty: Medium 

Spawn Requirements: Beat 4-2 


BL 


BLESSED // 


The Blessed Buff was first seen in ULTRAKILL’s Wrath Layer, and it would be given to 
whichever enemy Idols would find worthy of a bless. Blessed Enemies are invincible and cannot 
be grappled. 


Il STATS // 

Spawn Chance: Requires an Idol Spawn (50%) 
Difficulty: Easy 

Spawn Requirements: Finish 5-2 


RADIANCE // 


Radiance was the second buff ever added to ULTRAKILL. Since then, it has been known for 
being super difficult to do full runs of, as its main ability is to just raise every enemy stats at 
once, depending on the level of radiance. It is one of the few buffs that possess a level scaling. 
Il STATS // 

Spawn Chance: 10% for Level 1-2 // 5% for Level 3-5 // 1% for Level 6-10 

Difficulty: Hard - Super Hard 

Spawn Requirements: Beat ULTRAKILL’s Acct III 


PHASED // 


The Phased Buff is a more recent type of buff that will make any enemy affected with it become 
transparent and ghostlike, effectively making them be able to pass through walls with no 
problem. The Phased buff is first encountered in Something Wicked’s Lair, and it is one of the 
other buffs with level scaling. The higher the level, the faster they are inside walls. 

Il STATS // 

Spawn Chance: 35% for Level! 1-2 //15% for Level 3-5 // 10% for Level 6-10 

Difficulty: Hard - Super Hard 

Spawn Requirements: Finish SW-2 


CURSED // 


The Cursed Buff was introduced in Update 10, along many other buffs. If an enemy possessing 
the Cursed Buff hits the player, the player will too get Cursed. Once they are cursed, the player 
will be unable to gain back any health they lose until the Cursed Enemy is killed. 

Il STATS // 


Spawn Chance: 10% 
Difficulty: Hard 
Spawn Requirements: Finish P-2 


PARKOUR // 


Enemies affected with Parkour will be able to do many PARKOUR activities such as 
wall-climbing, wall-running, dashing, ground slamming, bunny hopping, dash jump, dash 
extension, sliding, slide jump, dash-storage, crouching, shockwaves, slam bounce, slam slide, 
skimming, superskimming, climbstepping, rocket jumping, rocket surfing, chain surfing, rocket 
ladder, overpump boosting, projectile boosting, malicious boosting, enemy boosting, 
whiplashing, whiplash boosting, slam storage, whiplash slam storage, super dash jumping, 
super slide jumping, free dash jumping, jamblasting, rocket lashboost, ultraboosting, 
rocketboosting, diving, freeslide, freeskimming, slope sliding, ultra diving, smooth getaways, 
ultra smooth getaways and stored shockwave boosting. 

Il STATS // 

Spawn Chance: 0.001% 

Difficulty: Super Hard 

Spawn Requirements: Finish P-P-P 5 laps with no weapons equipped, only one arm and 
only one leg equipped. 


// LEGS // 


LEG OTHER 
i=yq ~—LEG 
t 
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Legs are NEW equippable body parts that will grant special effects such as increased walk 
speed or jump height, while also giving you the ability to kick while crouching or sliding 
(meaning to kick stuff, you press CTRL+F). 

You can equip up to 2 legs at once. Having 2 same legs equipped makes your leg abilities be 
100% effective, while having 2 different legs equipped makes your leg abilities go down by 50% 
effectiveness. By default, you have both of the selected machine’s default legs equipped, but 


you can also remove every leg. Beware that having no legs equipped will enable Wheelchair 
mode. 
Legs can only be equipped by machines. 


Here is a full list of every leg and what they do: 


Feetbacker // Common Item 
Eo 


The feetbacker is V1’s default leg. It makes the player possess the base stats from ULTRAKILL 
1 and is by default equipped, as V1 is the first character the player has. 
UNLOCKABILITY: This leg is unlocked as soon as you start the game for the first time. 
Il STATS // 

Walk Speed = 100% 

Jump Height = 100% 

Kick = Possible 

Slide = Possible 

Kick Damage = 100% 

Slide Speed = 100% 

Special Ability = one 

Useful? Early Game only 


Toeblaster // Uncommon Item 
Eo 


The Toeblaster is V2’s default leg. It acts in a similar way to the Knuckleblaster, doing an 
explosion once charged. However, this explosion is used to cause a double jump. With this leg 
equipped, you move slightly slower and cannot kick, but like said previously, you can now 
double jump by pressing space bar a second time in the air. 


UNLOCKABILITY: This leg can be unlocked by unlocking V2 or buying it from the Streetseller’s 
shop. 

Il STATS // 

Walk Speed = 75° 

Jump Height = 125% 

Kick = Impossible 

Slide = Possible 

Kick Damage = 0° 

Slide Speed = 75% 

Special Ability = Double Jump 
Useful? Situational 


Griplash // Uncommon Item 
a) 


The Griplash is one of the few legs you can find in normal levels. It is found in V2’s Secret 
Stash on 4-7 and lets you grip to walls and ceilings for 3 seconds. After jumping, you can 
grapple on a wall up to three times before it becomes useless. Pressing space while on a 
surface will make the player jump out of the surface normally. Pressing Dash will make the 
player dash towards wherever they were facing. Pressing the Slide key will make the player 
dash towards the ground and slam it. 

UNLOCKABILITY: This leg can be unlocked by finding V2’s secret stash or buying it from the 
Streetseller’s shop. 

Il STATS // 

Walk Speed = 125% 

Jump Height = 125% 

Kick = Possible 

Slide = Possible 

Kick Damage = 25° 

Slide Speed = 125% 

Special Ability = Wal! Gripping 

Useful? Yes 


Streetsweeper // Rare Item 


ee) 


The Streetsweeper is a rarer leg that has the capacity of sweeping away enemies when you 
slide. The player also slides much faster, although the kick is much less powerful. 
UNLOCKABILITY: This leg can be bought from the Streetseller’s Shop. 

Il STATS // 

Walk Speed = 75" 

Jump Height = 100% 

Kick = Possible 

Slide = Possible 

Kick Damage = 50° 

Slide Speed = 125% 

Special Ability = Enemy Sweeping 

Useful? Yes 


Stoelker // Rare Item 
Lx © 
... 


Stoelker legs will remove the sand from a sanded enemy upon kick contact. While very 
situational, it can prove super useful in levels where Sanded enemies can prove to be painful. 
However, as like a Stalker, your walk speed is dramatically decreased and you can no longer 
slide. 

UNLOCKABILITY: This leg can be bought from the Streetseller’s Shop. 

Il STATS // 

Walk Speed = 25% 

Jump Height = 100% 

Kick = Possible 

Slide = Impossible 

Kick Damage = 150% 

Slide Speed = 0° 

Special Ability = Unsand enemies 

Useful? Situational 


Turbo Ultrakill // Super Rare Item 


The Turbo Ultrakill leg is a super rare yet powerful item capable of cutting through enemies 
during a slide thanks to the equipped Chainsaw inside the leg. And while the fact that you can 
no longer kick may seem troublesome, the slide most definitely makes up for it. A must-equip if 
you have one. This is not copied from turbo overkill. 

UNLOCKABILITY: Beat Swordsmachine Prime with a Radiant 10 laps P-Rank. 


Il STATS // 

Walk Speed = 200% 

Jump Height = 150% 

Kick = Impossible 

Slide = Possible 

Kick Damage = 200% 

Slide Speed = 200% 

Special Ability = Chainsaw Leg 
Useful? Very 


Malicious Leg // Item 


The Malicious Legs have a seemingly very useful ability: the ability to stay in the air and float 
constantly. However, it has one problem: its mobility. 

UNLOCKABILITY: Kill 7500 Malicious Faces and then buy it from the Streetseller’s shop. 

Il STATS // 

Walk Speed = 
0.000000000000000000000000000000000000000000000000000000000000001% 


Jump Height = °% 
Kick = Impossible 


Slide = Impossible 

Kick Damage = 0° 

Slide Speed = 0% 
Special Ability = Floating 
Useful? NO 


Judge of Leg // Legendary Item 
ao) 


The Judge of Leg is Gabriel’s leg. You can unlock it through a very specific manner, and it 
grants you a kick made of Light that will completely blind enemies for 3 seconds. Your dash 
speed is also increased greatly. 

UNLOCKABILITY: Beat Gabriel Mode for every single Act in Radiant and Sanded mode. 


I STATS // 

Walk Speed = 150% 

Jump Height = 150% 

Kick = Possible 

Slide = Possible 

Kick Damage = 200% 

Slide Speed = 200% 
Special Ability = Light Kick 
Useful? Very 


Limbflayer // Rare Item 


heel @ 


Limbflayer legs give the player the ability to teleport. This can prove a particularly useful ability 
in scenarios where the player might have low health. Be aware that this action costs and 
consumes all your stamina. 


Il STATS // 

Walk Speed = 50% 

Jump Height = 100% 

Kick = Possible 

Slide = Possible 

Kick Damage = 100% 

Slide Speed = 100% 

Special Ability = Teleportation 
Useful? Very 


Sentry Leg (placeholder name i cant come up with a better one) // Super 
Rare Item 


—) 
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Sentry legs give the player a really powerful, piercing kick. This can prove quite useful for 
clearing out fodder or doing a single burst of high damage to a boss. However, it gets rid of the 
player’s abilities to slide and jump, and it also heavily decreases the player’s walking speed. 


II STATS // 

Walk Speed = 35% 

Jump Height=— 

Kick = Possible 

Slide = Impossible 

Kick Damage = 400% 

Slide Speed = 0° 

Special Ability = Really Powerful Kick 
Useful? Situational 


Detailed list of EVERY enemy 


Enemies are a type of entity that moves and KILLS you. It is very dangerous D: 
This is a full list (not really) of ALL the enemies in ULTRAKILL online. 


[1 HUSKS // 


LESSER HUSKS // 


FILTH 


BLUE FILTH 


EY, 


Otay 


ae 


Health: 20 
Speed: Very High 
Attack Damage: 60 
Weight: Light 
Fall Damage: None 
Destruction Reward: None 
Photograph Reward: 1,000,000 Ultracoins 
Abilities: 
- Bite 
- Black Hole 
- Vertical Virtue Beam 
- Fullest Auto 
- Jump 
- The fabled “Blue Attack”! 
Description: 
The Blue Filth is a legendary enemy very rarely found in ULTRAKILL Online and its 
predecessor, ULTRAKILL. Blue Filth can replace any filth. However, the chance of this 
happening are as low as 0.01%. It is considered insanely lucky to find a blue filth in game. 
Destroying a Blue Filth gives nothing. However, taking a clear photograph of it and sending it to 
the Orange Ferryman will give 1,000,000 Ultracoins. 


WORKER FILTH 


£ 
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Health: 0.5 
Speed: High 
Attack Damage: 30 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 5 Ultracoins 
Photograph Reward: 5 Ultracoins 
Abilities: 
- Bite 
Description: 
Worker Filth are an alternate form of filth only found in the Machine Factory. They have no real 
difference from their normal counterpart. 


WICKED FILTH 


if hy 


Health: 1 
Speed: High 
Attack Damage: 60 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Bite 
Description: 
Wicked Filth are the Wicked variant of Filth. They have twice as little health but do twice the 
amount of damage than a normal Filth. Like with any other Wicked variant, it does not produce 
any sound other than the Something Wicked sound on death. 


MINE FILTH 


Health: 0.5 
Speed: High 
Attack Damage: 30 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 5 Ultracoins 
Photograph Reward: 5 Ultracoins 
Abilities: 
- Bite 
Description: 
Mine Filth are an alternate form of filth only found in the Mouth of Hell. They have no real 
difference from their normal counterpart. 


SLAB FILTH 


Health: 2 
Speed: Slow 
Attack Damage: 60 
Weight: Light 
Fall Damage: None 
Destruction Reward: 10 Ultracoins 
Photograph Reward: 10 Ultracoins 
Abilities: 

- Head Slam 
Description: 


Slab Filth are the Slabsland version of Filth. As with every other Slab enemy, they are 2x slower 
but have a 2x health and damage boost. Instead of biting you, as the Slab Filth have a slab 
where their head should be, they will slam their head on you. Every slam reduces their IQ by 10. 
If they have hit you more than 10 times, Slab Filth will become braindead and will no longer 
attempt to attack you. This can prove useful in a pacifist run. 


FILTH PAINTED IN BLUE 


Health: 0 


Speed: ~ 
Attack Damage: —~ 


Weight: ~ 
Fall Damage: None 
Destruction Reward: 0 Ultracoins 
Photograph Reward: 1,000,000,000,000 Ultracoins 
Abilities: 
- Bite 
Description: 
It's a filth but painted in blue. The only reported sightings of it are located in the gluttony layer. 


LUST FILTH 
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Health: 0.5 

Speed: High 
Attack Damage: 30 
Weight: Light 


Fall Damage: Yes 
Destruction Reward: 5 Ultracoins 
Photograph Reward: 5 Ultracoins 
Abilities: 
- Bite 
Description: 
Lust Filth are an alternate form of filth only found in Minos Vegas and Ourple City. They run 
away all the time instead of trying to kill you and only bite you if close enough. 


CHEESY FILTH 


Health: 0.5 
Speed: High 
Attack Damage: 30 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 5 Ultracoins 
Photograph Reward: 5 Ultracoins 
Abilities: 
- Bite 
Description: 
Cheesy Filth are an alternate form of Filth only found in the Gluttony layer. They are made 
entirely out of cheese. Upon death, their gibs can be consumed for a Cheesy HP Bonus. (+1 
Overheal HP per gib, Maximum of 50) 


STRAY 


WORKER STRAY 


Health: 1.5 
Speed: Medium 
Attack Damage: 25 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 10 Ultracoins 
Photograph Reward: 10 Ultracoins 
Abilities: 
- Red Projectile Launch 
Description: 
Worker Strays are an alternate form of Strays only found in the Machine Factory. They have no 
real difference from their normal counterpart. 


WICKED STRAY 


Caer 
Health: 0.75 
Speed: High 
Attack Damage: 50 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Wicked Projectile Launch 
Description: 
Wicked Strays are the Wicked variant of Strays. They have twice as little health but do twice the 
amount of damage than a normal Stray. It uses white “Wicked” Projectiles instead of the normal 


projectile and it does not produce any sound other than the Something Wicked sound on death 
and its projectile charge sound. 


MINE STRAY 


Health: 1.5 
Speed: Medium 
Attack Damage: 25 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 10 Ultracoins 
Photograph Reward: 10 Ultracoins 
Abilities: 

- Red Projectile Launch 
Description: 
Mine Strays are an alternate form of Strays only found in the Mouth of Hell. They have no real 
difference from their normal counterpart. 


SLAB STRAY 


' . 
‘ae 
Health: 3 
Speed: Very Slow 
Attack Damage: 50 
Weight: Light 
Fall Damage: None 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Red Projectile Launch 
Description: 
Slab Strays are the Slabsland version of Strays. They have twice as much health and Attack 
Damage but twice as little speed. 


LUST STRAY 


i 
Health: 1.5 
Speed: Medium 
Attack Damage: 25 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 10 Ultracoins 
Photograph Reward: 10 Ultracoins 
Abilities: 
- Red Projectile Launch 
Description: 
Lust Strays are an alternate form of Strays only found in Minos Vegas and Ourple City. They run 
away at all times (even more than their original counterpart). 


CHEESY STRAY 


Health: 1.5 
Speed: Medium 
Attack Damage: 25 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 10 Ultracoins 
Photograph Reward: 10 Ultracoins 
Abilities: 

- Red Projectile Launch 
Description: 


Cheesy Strays are an alternate form of Strays only found in the Gluttony layer. They are made 
entirely out of cheese. Upon death, their gibs can be consumed for a Cheesy HP Bonus. (+2 
Overheal HP per gib, Maximum of 50) 


SKELETON 


Health: 5 
Speed: Medium 
Attack Damage: 25 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 30 Ultracoins 
Photograph Reward: 30 Ultracoins 
Abilities: 
- Bone Throw 
- Melee Attack 
Description: 
Skeletons are a less commonly seen type of Husk that is a hybrid between Stray and Filth. They 
will run towards you and use melee attacks while also occasionally attack you from a distance 
using their bone projectiles. They are relatively easy to deal with as long as you pay attention to 
them. 


WITHER SKELETON 


Health: 5 

Speed: High 
Attack Damage: 50 
Weight: Light 

Fall Damage: Yes 


Destruction Reward: 60 Ultracoins 
Photograph Reward: 60 Ultracoins 
Abilities: 
- Melee Attack 
Description: 
Wither Skeletons are a variant of skeletons that is rarely seen. Unlike their normal counterpart, 
they will not throw Bones at you. However, they are slightly faster and do twice as much 
damage. 


LUST SKELETON 


Fash 

Health: 5 
Speed: Medium 
Attack Damage: 25 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 30 Ultracoins 
Photograph Reward: 30 Ultracoins 
Abilities: 

- Bone Throw 

- Melee Attack 
Description: 
Lust Skeletons are exclusively seen in the Lust layer. Like most other Lust variants, Lust 
Skeletons will run away upon noticing it has low health. 
Counter strike 2 


CHEESY SKELETON 


Health: 5 
Speed: Medium 
Attack Damage: 25 


Weight: Light 
Fall Damage: Yes 
Destruction Reward: 30 Ultracoins 
Photograph Reward: 30 Ultracoins 
Abilities: 

- Bone Throw 

- Melee Attack 
Description: 


Cheesy Skeletons are exclusively found in the Gluttony layer and its different sectors. Similar to 
most other Cheesy variants, they are made entirely out of cheese. Upon death, their gibs can be 
consumed for a Cheesy HP Bonus. (+3 Overheal HP per gib, Maximum of 50) 


UNWRAPPED FERRYMAN 


_ a 
Health: 20 
Speed: High 
Attack Damage: 20 (Melee) 30 (Slam Explosion) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 15,000 Ultracoins 
Photograph Reward: 30,000 Ultracoins 
Abilities: 
- Overhead Swing + Horizontal Swipe 
- Upkick + Downkick 
- Backwards Dash + Spinning Strike 
- Slam 
- Distance-Closing Spinning Strike 
- Forward Thrust 
- Jumping Thrust 
Description: 


Unwrapped Ferrymen are a sort of toned version of Ferrymen, lacking their robe and oar. They 
do not possess the lighting attack and their melee attacks are weaker. They will very rarely 


replace normal skeletons. 


METAL SKELETON 


Health: 100,000,000 
Speed: Slow 
Attack Damage: 50 (Melee + 25 Hard Damage) 
Weight: Extremely Heavy 
Fall Damage: None 
Destruction Reward: 1,500,000 Ultracoins 
Photograph Reward: 150,000 Ultracoins 
Abilities: 
- Metal Pipe projectile 
- Virtue Beam 
Description: 
Metal Skeletons have a similar appearance to regular Skeleton, but they are made of metal and 
they have very bright glowing pupils. They occasionally produce a sound that is remarkably 
similar to the starting riff of the popular song “Bad To The Bone”. 
Link to the Sound File 


STALKER 


RADIALKER 


: 
Health: 3.5 
Speed: Slow 
Attack Damage: 10 
Weight: Medium 
Fall Damage: Yes 
Destruction Reward: 60 Ultracoins 
Photograph Reward: 60 Ultracoins 
Abilities: 

- Explosion 


Description: 
Radialkers, not to be confused with Radiant Stalkers, are a form of Stalker that will give 
Radiance instead of sand to whatever enemy comes close to it during its explosion. 


CURSELKER 


ut) 
Health: 3.5 
Speed: Slow 
Attack Damage: 10 
Weight: Medium 
Fall Damage: Yes 
Destruction Reward: 30 Ultracoins 
Photograph Reward: 30 Ultracoins 
Abilities: 
- Explosion 
Description: 
Curselkers are a form of Stalker that will make whatever enemy comes close to it during its 
explosion Cursed instead of Sanded. 


PHASELKER 


| A 


Health: 3.5 


Speed: Slow 
Attack Damage: 10 
Weight: Medium 
Fall Damage: Yes 
Destruction Reward: 30 Ultracoins 
Photograph Reward: 30 Ultracoins 
Abilities: 
- Explosion 


Description: 
Phaselkers are a form of Stalker that will make whatever enemy comes close to it during its 
explosion Phased instead of Sanded. 


PARKOURER 


LA x 
Health: 3.5 
Speed: Slow 
Attack Damage: 10 
Weight: Medium 
Fall Damage: Yes 
Destruction Reward: 300 Ultracoins 
Photograph Reward: 300 Ultracoins 
Abilities: 
- Explosion 
Description: 
Parkourers are a form of Stalker that will make whatever enemy comes close to it during its 
explosion learn Parkour instead of becoming Sanded. 


Health: 5 
Speed: Slow 

Attack Damage: 10 

Weight: Medium 

Fall Damage: Yes 

Destruction Reward: 1,000 Ultracoins 
Photograph Reward: 450 Ultracoins 
Abilities: 


- Explosion 

- Teleport 
Description: 
Shulkers are a form of stalker that will make whatever enemy comes close to it during its 
explosion teleport to a random nearby location instead of becoming sanded. They will also 
make the player temporarily float if the player is in their explosion radius. 


SANDCASTLE STALKER 


Health: 5 
Speed: Very High 


Attack Damage: ~~ 
Weight: Medium 
Fall Damage: Yes 
Destruction Reward: 1,000,000,000,000,000 Ultracoins 
Photograph Reward: 1 Ultracoin 
Abilities: 
- Nuke 
Description: 
Sandcastle Stalkers are an extremely rare and dangerous variation of stalkers, only having a 
0.001% to replace a regular stalker, and they can only spawn in 4-2. Upon detonating, It will 
create a super massive explosion that spans over multiple levels and even servers. If a player 
were to come in contact with this explosion, the player’s save would be completely wiped. 


MAGE 


Health: 5 
Speed: Slow 


Attack Damage: 30 
Weight: Medium 
Fall Damage: None 
Destruction Reward: 30 Ultracoins 
Photograph Reward: 300 Ultracoins 
Abilities: 
- Fireball 
Description: 
Mages are basic enemies that will slowly go towards you and throw fireballs in order to attack 
you. They are fairly easy to deal with. 


LEATHERNECK 
Health: 2 

Speed: High 

Attack Damage: 30 
Weight: Light 


Fall Damage: Yes 
Destruction Reward: 15 Ultracoins 
Photograph Reward: 150 Ultracoins 
Abilities: 
- Melee 
Description: 
Leathernecks are another equivalent to Filth. They will run at you and swing their chainsaw in 
order to attack you. They are fairly easy to deal with. 


GREATER HUSKS // 


SCHISM 


SLAB SCHISM 


Health: 10 
Speed: Low 
Attack Damage: 50 
Weight: Light 
Fall Damage: None 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Horizontal Projectile Burst Attack 
- Vertical Projectile Burst Attack 
Description: 
Slab Schisms are the Slabsland version of Schisms. 


CHEESY SCHISM 


Health: 5 
Speed: Low 
Attack Damage: 25 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Horizontal Projectile Burst Attack 


- Vertical Projectile Burst Attack 
Description: 
Cheesy Schisms are an alternate form of Schisms only found in the Gluttony layer. They are 
made entirely out of cheese. Upon death, their gibs can be consumed for a Cheesy HP Bonus. 
(+3 Overheal HP per gib, Maximum of 50) 


SOLDIER 


SLAB SOLDIER 


Health: 5 
Speed: Low 
Attack Damage: 50 (Projectile) 0 oo 
Weight: Light 
Fall Damage: None 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Slab Volley 
- Kick 
Description: 
Slab Soldiers are the Slabsland version of Soldiers. Instead of a Red Projectile for their ranged 
attack, they will fire a volley of Slabs at you. 


CRIMSON ELITE 
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Health: 10 


Speed: Medium 
Attack Damage: 25 (Projectile) 40 (Kick) 


Weight: Light 
Fall Damage: Yes 
Destruction Reward: 1,000 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Abilities: 
- Projectile Volley 
- Kick 
- Jump 
- Slide 
- Dash 
Description: 
The Crimson Elites Are a pretty rare variant of normal soldiers. Their Projectile Volley is fired in 
bursts of 3 instead of the usual 1 volley per attack and they can jump, dash and slide to you. 
They also do a series of 3 kicks instead of one. They are considered the best of soldiers. 


CRIMSON SOLDIER 


Health: 5 
Speed: Medium 
Attack Damage: 25 (Projectile) 40 (Kick) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 1,000 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Abilities: 
- Projectile Volley 
- Kick 
- Jump 
Description: 
Crimson Soldiers Are a less common variant of normal soldiers. They are essentially a toned 
down versions of Crimson Elites. Their Projectile Volley is fired in bursts of 3 instead of the usual 
1 volley per attack and they can jump. 


LUST SOLDIER 


Health: 2.5 
Speed: Medium 
Attack Damage: 25 (Projectile) 40 (Kick) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 10 Ultracoins 
Photograph Reward: 10 Ultracoins 
Abilities: 
- Projectile Volley 
- Kick 
Description: 
Lust Soldiers appear exclusively in Minos Vegas and Ourple City. They run away on low HP. 


CHEESY SOLDIER 


Health: 2.5 
Speed: Medium 
Attack Damage: 25 (Projectile) 40 (Kick) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 15 Ultracoins 
Photograph Reward: 15 Ultracoins 
Abilities: 
- Projectile Volley 
- Kick 
Description: 
Cheesy Soldiers are the Cheesy variant of Soldiers. They only appear in Gluttony. Gibs give 
Cheesy HP Bonus. | think you get the point by now. (+4 Overheal HP per gib, Maximum of 50) 


WICKED SOLDIER 


Health: 1.25 
Speed: Very High 
Attack Damage: 50 (Projectile) 50 (oc) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 

- Projectile Volley 

- Kick 
Description: 
Wicked Soldiers are the Wicked version of Soldiers. They have two times less HP but twice as 
much speed and attack damage. 


COMMANDO 


Health: 5 
Speed: Low 
Attack Damage: 10 (Projectile) 40 (Kick) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Red Projectile Continous Firing 
- Kick 
- Shoulder Bash 
Description: 


Commandos, while looking similar to soldiers, are even more advanced than them. They will 
continuously fire until they’ve been stunned or shot by the player. 


CRIMSON COMMANDO ELITE 
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Health: 15 
Speed: Low 
Attack Damage: 10 (Projectile) 40 (Kick) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Red Projectile Continous Firing 
- Kick 
- Shoulder Bash 
- Jump 
- Dash 
- Slide 
Description: 
Crimson Commandos Elites act like their Soldier counterpart, being the best of Commandos. 
They shoot twice as fast and possess the Crimson Elite’s moving abilities. 


Stray 2 


Health: 3 

Speed: Medium 
Attack Damage: 25 
Weight: Light 

Fall Damage: Yes 


Destruction Reward: 20 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Red Projectile Launch 
Description: 
Strays (The Sequel) are essentially like Strays but they fire 2 projectiles instead of one. 


SUPREME HUSKS // 


FERRYMAN 
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Health: 25 
Speed: High 
Attack Damage: 25 (Melee) 35 (Slam Explosion) 50 (Lighting Strike) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 30,000 Ultracoins 
Photograph Reward: 35,000 Ultracoins 
Abilities: 
- Overhead Oar Swing + Horizontal Swipe 
- Oar Upkick + Downkick 
- Backwards Dash + Spinning Strike 
- Oar Slam 
- Distance-Closing Spinning Oar Strike 
- Forward Oar Thrust 
- Jumping Oar Thrust 
- Lighting Strike 
Description: 
He isn't actually ultra he’s just the same but cool color palette. 


HERETIC FERRYMAN 


Health: 15 
Speed: High 
Attack Damage: 25 (Melee) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 40,000 Ultracoins 
Photograph Reward: 55,000 Ultracoins 
Abilities: 
- Overhead Oar Swing + Horizontal Swipe 
- Oar Upkick + Downkick 
- Backwards Dash + Spinning Strike 
- Distance-Closing Spinning Oar Strike 
- Forward Oar Thrust 
- Jumping Oar Thrust 
Description: 
Heretic Ferryman are Ferrymen who stopped believing in God or started doing acts against 
Heaven after becoming Ferryman. Their robe is covered in blood and they are sent to the layer 
of Heresy for their acts and down there they suffer (idk what esle to say they’re COOL ok). They 
lose their ability to use Thunder on you. 


| need ferryman ideas 


MAN 


Health: 1 
Speed: High 

Attack Damage: 1 (Melee) 2 (Slam) 3 (Strike) 
Weight: Heavy 

Fall Damage: None 


Destruction Reward: 1 Ultracoin 
Photograph Reward: 2 Ultracoins 
Abilities: 
- Swing + Horizontal 
- Up+ Down 
- Backwards + Spinning 
- Slam 
- Distance-Closing Spinning 
- Forward 
- Jumping 
- Strike 
Description: 
Its aman 


SWORDSMAN 


h iS 
Health: 30 
Speed: High 
Attack Damage: 30 (Melee) 50 (Overpump) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 50,000 Ultracoins 
Photograph Reward: 75,000 Ultracoins 
Abilities: 
- Overhead Oar Swing + Horizontal Swipe 
- Sword Upwards Slash + Ground Slam 
-  3-Hit Sword Combo 
- Sword Slice 
- Distance-Closing Spinning Sword Strike 
- Forward Sword Stab 
- Jumping Sword Thrust 
- Sword Tornado Spin 
- Shotgun Blast 
- Overpump 
Description: 


They are augmented versions of Ferrymen. They have been equipped with a sword and a 
shotgun that they will use when far away. Once their health reaches near-fatal levels, they will 
attempt to perform a kamikaze Overpump. They get enraged when parried. (Also they drive 
electric cars instead of wooden ferries) 


PARASITE 
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Health: 60 
Speed: Immobile 
Attack Damage: 25 (Projectile) 25 (Homing Projectile) 10+99 Hard Damage (Blackhole) 
Weight: Medium 
Fall Damage: None 
Destruction Reward: 10,000 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Abilities: 
- Projectiles 
- Homing Projectiles 
- Black Hole 
Description: 
Parasites inhabit large bodies or areas with the intention of devouring them from the inside. 
They are one of the few enemies with the capacity of creating a Black Hole, making them 
extremely dangerous in the right place. 


/1 MACHINES // 
LESSER MACHINES // 


DRONE 


BROKEN DRONE 


Health: 2 
Speed: Medium 
Attack Damage: 25 (Melee) 35 (Death Explosion) 
Weight: Light 
Fall Damage: None 
Destruction Reward: 10 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Projectile Burst 
- Suicide Bomb Attack 
Description: 
Broken Drones are the Broken version of Drones, found in the Abandoned Machine 
Zone. Their attacks are much slower than normal, although the rest of their stats are 
normal. 


DEEPSEA DRONE 


Health: 5 
Speed: High 
Attack Damage: 25 (Melee) 35 (Death Explosion) 
Weight: Light 
Fall Damage: None 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 40 Ultracoins 
Abilities: 
- Torpedo Missile 
- Doomsday Explosion Attack 
Description: 
Deepsea Drones are underwater versions of Drones that will, well, only appear in Water. 
They use Torpedo missiles instead of Hell Energy to attack you and instead of flying 


towards you during their suicide attack, they will stay in place, do a fast ticking sound (2 
Seconds) and produce a much larger explosion. 


WICKED DRONE 


Health: 1 
Speed: Very High 
Attack Damage: 50 (Melee) 70 (Death Explosion) 
Weight: Light 
Fall Damage: None 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 40 Ultracoins 
Abilities: 
- White Homing Projectile Burst 
- Suicide Bomb Attack 
Description: 
The Wicked version of Drones. Acts like every other Wicked Enemy, except they now have a 
Homing White Projectile. 


Shitty edit of a theoretical basketball drone, if you make a better one tell me please this is horrible 


BASKETDRONE 


Health: 1 

Speed: None (Has Gravity) 
Attack Damage: 0 

Weight: Light 

Fall Damage: None 

Destruction Reward: 0 Ultracoins 
Photograph Reward: 1 Ultracoin 
Abilities: 


- None 
Description: 
A Drone that essentially acts like a Basketball. Throwing it will make it enter its suicide mode. 
Can be picked up. 


STREETCLEANER 


LUST STREETCLEANER 


Health: 4.5 
Speed: High 
Attack Damage: 20 (Flamethrower) 50 (Canister Explosion) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 40 Ultracoins 
Abilities: 
- Flamethrower 
- Dodge 
- Projectile Knocking 
- Explosion 
Description: 
The Lust variant of Streetcleaners. Will run away when in low health. Perfect occasion to shoot 
their canister. 


CHEESY STREETCLEANER 


Health: 4.5 


Speed: High 
Attack Damage: 20 (Flamethrower) 50 (Canister Explosion) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 20 Ultracoins 
Photograph Reward: 40 Ultracoins 
Abilities: 
- Flamethrower 
- Dodge 
- Projectile Knocking 
- Explosion 
Description: 
The Gluttony variant of Streetcleaners. Their tank contains boiling molten cheese instead of 
gas, this allows them to temporarily spray certain areas and make them damage the player 
upon contact. Gibs give Cheesy HP Bonus. (+5 Overheal HP per gib, +10 Overheal HP per 
tank gib, Maximum of 50) 


PROTECTED STREETCLEANER 


Health: 4.5 
Speed: High 
Attack Damage: 20 (Flamethrower) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 40 Ultracoins 
Photograph Reward: 70 Ultracoins 
Abilities: 
- Flamethrower 
- Dodge 
- Projectile Knocking 
Description: 
Protected Streetcleaners have their canisters not being able to be hit. This makes them the only 
smart enemy smart enough to FUCKING cover their GOD DAMN weak points (wait isn’t that 
also the only enemy with like a straight up weak point (am i missing some other enemy or is this 
really it))) (heads dont count) 


JETSCLEANER 


Health: 8.5 
Speed: High 
Attack Damage: 20 (Flamethrower) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 70 Ultracoins 
Photograph Reward: 140 Ultracoins 
Abilities: 
- Flamethrower 
- Dodge 
- Projectile Knocking 
- Fly 
Description: 
Jetscleaners are an alternative version of Streetcleaners that possess the ability to fly with their 
jetpacks. Other than that, their behavior and stats are similar to the Protected Streetcleaner, 
with the addition of more HP. 


GREATER MACHINES // 


GROUND TURRET 


Health: 10 
Speed: None 


Attack Damage: 20 (Bullet) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 10 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Automatic Firing 
Description: 
Ground Turrets are not frequently encountered defenses that will fire at the player with great 
accuracy about 2 seconds after spotting one. They cannot be stopped in their shooting until you 
are out of sight or they are destroyed. 


CEILING TURRET 


e-s 
Health: 10 
Speed: None 


Attack Damage: 20 (Bullet) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 10 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Automatic Firing 
Description: 
Ceiling Turrets work the exact same way as Ground turrets, for the exception that it is attached 
to the ceiling instead of the floor. 


WALL TURRET 


Health: 10 
Speed: None 
Attack Damage: 20 (Bullet) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 10 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 

- Automatic Firing 
Description: 
Wall Turrets work the exact same way as Ground turrets, for the exception that it is attached to 
the Wall instead of the floor. 


ROCKET TURRET 
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Health: 10 
Speed: None 
Attack Damage: 70 (Rocket) 100 (Airshot) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 10 Ultracoins 
Photograph Reward: 20 Ultracoins 
Abilities: 
- Rocket Fire 
Description: 
Rocket Turrets possess explosives instead of bullets that will attempt to correctly align with the 
target before firing. However, they do not home. 


SENTRY 


BROKEN SENTRY 
a 


Health: 12 
Speed: Medium 
Attack Damage: 50 (Hiitscan) 40 (Melee) 
Weight: Medium 
Fall Damage: None 
Destruction Reward: 40 Ultracoins 
Photograph Reward: 40 Ultracoins 
Abilities: 
- High Caliber Fire 
- Leg Sweep 
Description: 
A Broken version of a Sentry found only in the Abandoned Machine Zone. Its Fire charge up is 
more erratic, not always being the same length and sometimes stuttering. 


STYX SENTRY 
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Health: 12 

Speed: Medium 

Attack Damage: 50 (Hitscan) 40 (Melee) 
Weight: Medium 

Fall Damage: None 

Destruction Reward: 80 Ultracoins 
Photograph Reward: 80 Ultracoins 


Abilities: 

- High Caliber Fire 

- Leg Sweep 
Description: 
A Sentry only located on missions that take place on or under Ocean Styx. Its charge up time is 
twice as fast and when underwater, it enters Swimming Mode, which lets it move freely around 
the place. It can shoot anywhere when underwater, even when not touching the ground. 


AIRSTRIKE SENTRY 
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Health: 16 
Speed: Slow 
Attack Damage: 40 (Explosion) 40 (Melee) 
Weight: Medium 
Fall Damage: None 
Destruction Reward: 1000 Ultracoins 
Photograph Reward: 160 Ultracoins 
Abilities: 
- Aijrstrike 
- Leg Sweep 
Description: 
Airstrike Sentries will launch airstrikes at you after 7 seconds. Each Strike can cause massive 
damage, requiring the player to absolutely prioritize getting out of its firing range. And while this 
sentry may seem powertul, like with other sentries, staying out of its view long enough will 
cancel any attack it had planned. 


SWORDSMACHINE 


WICKED SWORDSMACHINE 


Health: 15 
Speed: Very High 
Attack Damage: 50 (Combo Slashes) 80 (Melee) 60 (Sword Throw) 60 (Sword Spin) 50 
(Shotgun Pellets) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 10,000 Ultracoins 
Photograph Reward: 25,000 Ultracoins 
Abilities: 
- Combo Slashes 
- Slash 
- Sword Throw 
- Sword Spin 
- Shotgun Blast 
Description: 
The Wicked Swordsmachine is a unique Secret encounter found in Prelude. It is twice as fast as 
a normal swordsmachine and does twice as much damage but in total has very little health. It is 
the enemy that drops what is necessary to enter Something Wicked’s Lair. Some describe its 
appearance as “quite uncanny”. 


FERRYMACHINE 


Siew 


Health: 30 

Speed: High 

Attack Damage: 25 (Combo Slashes) 40 (Melee) 30 (Sword Throw) 30 (Sword Spin) 25 
(Lighting Bolt) 

Weight: Heavy 


Fall Damage: None 
Destruction Reward: 1,000 Ultracoins 
Photograph Reward: 1,500 Ultracoins 
Abilities: 
- Combo Swings 
- Swing 
- Oar Throw 
- Oar Spin 
- Lighting Cannon 
Description: 
The Ferrymachine is an alternate form of the Swordsmachine, equipped with an Oar, like a 
Ferryman. It also loses its shotgun and instead uses a Lighting Cannon. 


BROKEN SWORDSMACHINE 
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Health: 15 
Speed: High 
Attack Damage: 25 (Combo Slashes) 40 (Melee) 30 (Sword Throw) 30 (Sword Spin) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 250 Ultracoins 
Photograph Reward: 1 Ultracoin 
Abilities: 
- Combo Slashes 
- Sword Slash 
- Sword Throw 
- Sword Spin 
Description: 
Broken Swordmachines appear exclusively in the Abandoned Machine Zone. They already lack 
their arm when they spawn. Outside of that, there aren’t many differences with the original 
Swordsmachine. 


PURPLE GUY 


Siew - 
Health: 30 
Speed: High 
Attack Damage: 25 (Combo Slashes) 40 (Melee) 30 (Sword Throw) 30 (Sword Spin) 25 
(Phone Shockwave) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 1,000 Ultracoins 
Photograph Reward: 10,000 Ultracoins 
Abilities: 
- Combo Slashes 
- Sword Slash 
- Sword Throw 
- Sword Spin 
- Phone Shockwave 
Description: 
Purple Guy is a super rare swordsmachine that will only appear at Night during certain events. 
Its shotgun is replaced by a sword and taking a photo of him and sending it to the 
ULTRALANDS Police Department will greatly reward the player. Destroying it is not necessary, 
and letting the ULPD arrest it gives a greater reward in Ultracoins. 


SWORDSKILL 


Health: 30 

Speed: High 

Attack Damage: 25 (Combo Slashes) 40 (Melee) 30 (Sword Throw) 30 (Sword Spin) 25 
(Shotgun Pellets) 

Weight: Heavy 

Fall Damage: None 


Destruction Reward: 1,000 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Abilities: 
- Combo Slashes 
- Sword Slash 
- Sword Throw 
- Sword Spin 
- Shotgun 
- Dash 
- Stomp 
- Slide 
- Jump 
- Walk on stairs 
Description: 
Swordskills are alternate Swordsmachines who have decided to replace their head with that of a 
V Model, making them much more intelligent due to a higher quality processor. 


MINDFLAYER 


CLONEFLAYER 
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Health: 30 
Speed: Slow 
Attack Damage: 30 (Melee Swipe) 35 (Beam) 30 (Homing Hell Energy) 50 (Suicide) 
Weight: Medium 
Fall Damage: None 
Destruction Reward: 1,000 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Abilities: 

- Melee Swipe 

- Laser Beam 

- Homing Hell Barrage 

- Suicide 

- Cloning 
Description: 


Cloneflayers are capable of creating holographic forms of themselves to fool the player into 
attacking the wrong cloneflayer. For this they can be quite dangerous. 


NIGHTFLAYER 


Health: 20 
Speed: Medium 
Attack Damage: 30 (Melee Swipe) 35 (Beam) 30 (Homing Hell Energy) 50 (Suicide) 
Weight: Medium 
Fall Damage: None 
Destruction Reward: 1,000 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Abilities: 
- Melee Swipe 
- Laser Beam 
- Homing Hell Barrage 
- Suicide 
- Stalking 
Description: 
Nightstalkers only appear during night events but are capable of going “Stalking”, where they 
turn on a camouflage and disappear until hit. This and the night make them a formidable foe. 


RADFLAYER 
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Health: 50 
Speed: Very Slow 
Attack Damage: 30 (Melee Swipe) 35 (Beam) 30 (Homing Hell Energy) 50 (Suicide) 
Weight: Very Heavy 
Fall Damage: None 
Destruction Reward: 3,000 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Abilities: 


- Uranium Swipe 

- Radioactive Beam 

- Radioactive Energy Barrage 

- Nuclear Explosion 

- Passive Radiation 
Description: 
The radflayers are a very tanky and powerful versions of mindflayers that possess constant 
radiation, using it to destroy you. They can only appear during toxic events. 


SUPREME MACHINES // 


V MODEL 
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Health: 25 
Speed: Medium 
Attack Damage: 25 (Revolver) 25 (Shotgun Pellet) 25 (Nailgun) 50 (Railgun) 45 (Rocket 
Launcher) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 25,000 Ultracoins 
Photograph Reward: 5,000 Ultracoins 
Abilities: 

- Revolver 

- Shotgun 

- Nailgun 

- Railgun 

- Rocket Launcher 
Description: 
V Models were an abandoned project made by Humanity that came before V1 and V2. They 
were prototype versions of those prototypes that never even saw more than a blueprint for it. 
Said blueprint was recently picked up by Lord Hank and so mass-production started. After V1’s 
outbreak, all of the machines it had freed were free to do whatever they wanted. Many of these 
joined V0’s side, but some still were hungry for Blood. These are those V models. 


Vs may appear with one of five weapons: The Revolver, Shotgun, Nailgun, Railcannon or 
Rocket Launcher. They cannot appear with more than one weapon. 


ULTRA V MODEL 
B 
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Health: 35 
Speed: High 


Attack Damage: 25 (Revolver) 25 (Shotgun Pellet) 25 (Nailgun) 50 (Railgun) 45 (Rocket 
Launcher) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 100,000 Ultracoins 
Photograph Reward: 10,000 Ultracoins 
Abilities: 
- Revolver 
- Shotgun 
- Nailgun 
- Railgun 
- Rocket Launcher 
Description: 
This alternative V Model possesses a smarter, advanced Computer Brain, allowing it to hold 
three weapons at maximum. And while it is true that these can be extraordinary foes, these 
models are very rarely found. 


NAILTRAPPER V 


Health: 25 

Speed: Slow 

Attack Damage: 25 (Nailgun) 35 (Sawblade Launcher) 
Weight: Heavy 

Fall Damage: None 


Destruction Reward: 10,000 Ultracoins 
Photograph Reward: 25,000 Ultracoins 
Abilities: 
- Nailgun Burst 
- Sawblade Burst 
- Nailtrap Placement 
- Sawtrap Placement 
Description: 
Nailtrappers are known to always wield only two weapons, those being the Nailgun and the 
Sawblade Launcher. That being the case, they also tend to love making traps around the arena 
for the player to fall in or avoid. Keep that in mind. 


CONDIMENT V 
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Health: 30 
Speed: Slow 
Attack Damage: 30 (Charged Piercer) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 25,907 Ultracoins 
Photograph Reward: 12,300 Ultracoins 
Abilities: 
- Charged Piercer Shot 
Description: 
Condiments are V Models that only seem to use one very specific weapon, that being the 
Piercer’s charge shot. It is unknown why they do this, as there exist far better and more versatile 
weapons available in their arsenal, but they choose to only use one. 


/1 DEMONS // 


LESSER DEMONS // 


MALICIOUS FACE 


SLAB MALICIOUS FACE 


Health: 30 
Speed: Insanely Slow 
Attack Damage: 50 (Projectile) 100 (Malicious Beam Explosion) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 1,000 Ultracoins 
Photograph Reward: 500 Ultracoins 
Abilities: 
- Malicious Beam 
Description: 
Slab Malicious Faces are the Slabsland equivalent of Malicious Faces. 


LUST MALICIOUS FACE 
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Health: 15 
Speed: Very Slow (Very High when running away) 

Attack Damage: 25 (Projectile) 50 (Malicious Beam Explosion) 
Weight: Heavy 

Fall Damage: None 

Destruction Reward: 1,000 Ultracoins 

Photograph Reward: 500 Ultracoins 


Abilities: 
- Malicious Beam 
Description: 
Lust Malicious Faces are the Lust equivalent of Malicious Faces. They will run away instead of 
being enraged. 


MOZZARELLA FACE 


Health: 15 
Speed: Very Slow 
Attack Damage: 25 (Projectile) 50 (Malicious Beam Explosion) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 1,000 Ultracoins 
Photograph Reward: 500 Ultracoins 
Abilities: 
- Malicious Beam 
Description: 
Mozzarella Faces are the Gluttony equivalent of Malicious Faces. Their Malicious Beam 
Explosion leaves boiling hot cheese residue. Their gib can be consumed for a Cheesy HP 
Bonus (+10 Overheal HP per gib, Maximum of 50) 


CERBERUS 


SLAB CERBERUS 


Health: 40 
Speed: Slow (Phase 1) High (Phase 2) 
Attack Damage: 20 (Thrown Orb) 25 (Stomp Shockwave) 25 (Charge) 


Weight: Heavy 
Fall Damage: None 
Destruction Reward: 2,500 Ultracoins 
Photograph Reward: 750 Ultracoins 
Abilities: 
- Orb Throw 
- Shockwave Stomp 
- Charge 
Description: 
Slab Cerberi are the Slabsland equivalent of Cerberi. 


BLUE CERBERUS 
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Health: 10 
Speed: Very Slow 
Attack Damage: 25 (Projectile) 50 (Malicious Beam Explosion) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 5,000 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Abilities: 
- Orb Throw 
- Shockwave Stomp 
- Charge 
Description: 
Blue Cerberi are a variant of Cerberi that only appear in the Lust layer. Instead of enraging 
when their teammates get killed, they will have a random buff applied to them. (Note: The buffs 
stack) 


/1 MONSTERS // 


LESSER MONSTERS // 


ZOMBIE 


Health: 1 
Speed: Slow 
Attack Damage: 15 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 100 Ultracoins 
Photograph Reward: 5 Ultracoins 
Abilities: 
- Thrown Gibs 
- Melee 
- Resurrect after Death 
Description: 
Zombies are resurrected human corpses that are unkillable unless exploded. This means the 
best weapons used to take them out are any explosive weapons that deal high damage. 


BONE MONK 


Health: 12 
Speed: Medium 


Attack Damage: 40 (Projectile) 
Weight: Light 
Fall Damage: None (Flies) 
Destruction Reward: 750 Ultracoins 
Photograph Reward: 10,000 Ultracoins (First Appearance), 1,000 Ultracoins 
Abilities: 
- Fireball 
Description: 
Bone monks are monsters that will throw fireballs at you. These fireballs are fast and deal a 
decent amount of damage, but the bone monk itself has relatively low health. 


SLIME 


Health: 5 
Speed: Slow 
Attack Damage: 10 
Weight: Light 
Fall Damage: None (Stuck to the ground) 
Destruction Reward: 500 Ultracoins 
Photograph Reward: 10 Ultracoins 
Abilities: 
- Contact Damage 
Description: 
Slimes are weak, hostile creatures that will move towards the player when nearby. They have no 
attacks, and simply deal contact damage upon touching them. 


GREATER MONSTERS // 


HORROR 


Health: 30 
Speed: Fast 
Attack Damage: 86 (Projectile) (Falls off the further the projectile) 
Weight: Medium 
Fall Damage: None 
Destruction Reward: 6,666 Ultracoins 
Photograph Reward: 100,000 Ultracoins (First Appearance), 10,000 Ultracoins 
Abilities: 
- Acid Throw 
Description: 
Horrors are the very first monsters the players encounter, in ULTRAKILL 4. They will stand still, 
breathing, until the player sees them, which causes those monsters to start running towards 
you, spitting heavily damaging acid in the process. 


WENDIGO 
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Health: 35 
Speed: Fast 
Attack Damage: 40 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 6,666 Ultracoins 
Photograph Reward: 100,000 Ultracoins (First Appearance), 30,000 Ultracoins 
Abilities: 

- Melee 
Description: 


Wendigos are creatures that can turn invisible to hunt you down. They will be revealed once 
shot and can be found by looking at their bloody footprints and sound. 


/1 HUMANS // 
GREATER HUMANS // 


HECU SOLDIER 
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Health: 7 
Speed: Medium 
Attack Damage: 20 (Rifle) 35 (Melee) 50 (Grenade) 
Weight: Medium 
Fall Damage: Yes 
Destruction Reward: 750 Ultracoins 
Photograph Reward: 100,000 Ultracoins (First Appearance), 1,000 Ultracoins 
Abilities: 

- Rifle fire 

- Melee 

- Grenade 
Description: 
HECU Soldiers are humans from Universe #191998 “Half-Life Universe” who were primarily 
known for being tasked with destroying Black Mesa and terminating all its residents. They 
eventually won the conflict when a thermonuclear device was used to destroy the facility. 
However their victory was short-term, as the Combine Empire would come pay Earth a visit 
soon after the events, causing Humanity’s inevitable enslavement. The HECU became nothing 
soon after. 


// ALIENS // 


LESSER ALIENS // 


COVENANT GRUNT 


Health: 6 
Speed: Slow 
Attack Damage: Varies on Weapon, 20 (Melee) 100 (Plasma Grenade) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 25 Ultracoins 
Photograph Reward: 25 Ultracoins 
Abilities: 
- Weapon fire 
- Melee 
- Plasma Grenade 
Description: 
The Grunts are Covenant Troops that are considered cannon fodder in the empire, despite their 
proven high intelligence. 


COVENANT JACKAL 
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Health: 12 
Speed: Medium 


Attack Damage: Varies on Weapon, 25 (Melee) 100 (Piasma Grenade) 
Weight: Light 
Fall Damage: Yes 
Destruction Reward: 50 Ultracoins 
Photograph Reward: 50 Ultracoins 
Abilities: 
- Weapon fire 
- Melee 
- Plasma Grenade 
- Shield Protection 
Description: 
Jackals are shield-weilders in the Covenant Army, serving as light infantry during battle, often 
pushing with their shields. 


GREATER ALIENS // 


COVENANT ELITE 


Health: 75 
Speed: High 
Attack Damage: Varies on Weapon, 45 (Melee) (00 (P asma Grenade) 
Weight: Heavy 
Fall Damage: Yes 
Destruction Reward: 1000 Ultracoins 
Photograph Reward: 1000 Ultracoins 
Abilities: 

- Weapon fire 

- Melee 

- Plasma Grenade 

- Dodging 

- Jumping 
Description: 


Elites are the stronger force of the Covenant, being higher regarded by the Prophets in the 
Empire. They possess greater strength than most Covenant species while still retaining great 
numbers. 


COVENANT HUNTER 


Health: 250 
Speed: Slow 
Attack Damage: 30 (Lekgolo Cannon) 75 + High Knockback (Melee) 
Weight: Heavy 
Fall Damage: Yes 
Destruction Reward: 10,000 Ultracoins 
Photograph Reward: 10,000 Ultracoins 
Abilities: 
- Lekgolo Cannon Fire 
- Melee Attack 
Description: 
Hunters are considered some of the most dangerous units in the Covenant simply due to their 
size and strength. They will shred through you if at the right distance, as they will use their 
Cannon and be able to hit you. Staying too close too might cause you to get badly hurt and 
flinged away. Staying far away can help but at the same time dodging their melee attacks with 
dashing is fairly easy. 


COVENANT BRUTE 


Health: 145 
Speed: Medium/High 


Attack Damage: Varies on Weapon, 45 (Melee) (00 (Ph asma Grenade) 
Weight: Heavy 
Fall Damage: Yes 
Destruction Reward: 1000 Ultracoins 
Photograph Reward: 1000 Ultracoins 
Abilities: 
- Weapon fire 
- Melee 
- Plasma Grenade 
- Dodging 
- Jumping 
- Goblin Mode 
Description: 
Brutes are very brutal Covenant troops, who will often completely disregard their weapons upon 
a certain stage and rush at you full melee mode. 


Detailed list of EVERY Bossfight 


Bosses are the hardest challenges player will have to overcome. 
Here is a full list of em. 


V1, BLOOD MACHINE 
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Type: SUPERBOSS / SUPREME MACHINE 
Health: 20 


Speed: Very High 

Attack Damage: 25 (Alt Revolver) 30 (Shotgun Pellet) 20 (Nailgun) 50 (Railgun) 45 (Rocket 
Launcher) 

Weight: Light 


Fall Damage: None 
Destruction Reward: 0 Ultracoins 
Photograph Reward: 0 Ultracoins 
Phases: 1 
Abilities: 
- Revolver 
- Shotgun 
- Nailgun 
- Railgun 
- Rocket Launcher 
- Punch 
- Can Combo all of these like the Player 
Description: 
V1 (Bossfight) is a simulated version of V1, meant to be training for the player. 


LORD HANK 
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Type: BOSSFIGHT / SUPREME HUSK 
Health: 40 
Speed: Medium 
Attack Damage: 25 (Alt Revolver) 30 (Shotgun Pellet) 20 (Nailgun) 50 (Railgun) 45 (Rocket 
Launcher) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 50,000 Ultracoins // Hank’s Head (Gold) 
Photograph Reward: 0 Ultracoins 
Phases: 1 
Abilities: 
- Minigun 
- Turret Control 
- Shield 


- Dodge 
Description: 
Lord Hank is the leader of the Machine Factory. He is the one responsible for mass-producing V 
Models along with many other machines with the intent of using them for evil. However, his 
plans were soon stopped, as V1, who was one of the machines in stasis in the factory, was 
unexpectedly woken up by VO, causing Hank’s very quick downfall soon after. The rest of the 
machines were freed soon after too by both V1 and VO. 


PROTOTYPE V1, ABANDONED SUPREME MACHINE 


Type: SUPERBOSS / SUPREME MACHINE 
Health: 10 (Per Phase) 
Speed: Slow (Phase 1) Medium (Phase 2) High (Phase 3) Very High (Phase 4) 
Attack Damage: 25 (Alt Revolver) 30 (Shotgun Pellet) 20 (Nailgun) 50 (Railgun) 45 (Rocket 
Launcher) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 0 Ul/tracoins // Broken Feedbacker 
Photograph Reward: 0 Ultracoins 
Phases: 4 
Abilities: 
- Revolver 
- Punch 
- Can Combo like the Player (albeit erratically) 
Description: 
Prototype V1 is the main bossfight of the Abandoned Machine Zone. It is a broken down and 
abandoned version of V1, likely due to being defective. During the battle, Prototype V1 will 
attempt to replicate the player’s actions, although in an erratic manner. It will never successfully 
and accurately succeed in its attacks, although it tries. 


SUPER MALICIOUS FACE, SUPREME MAURICE 


Type: BOSSFIGHT / GREATER DEMON 
Health: 25 
Speed: Very Slow 
Attack Damage: 25 (Projectile) 50 (Explosion) 
Weight: Heavy 
Fall Damage: © ocr ieavy 
Destruction Reward: 500 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Phases: 4 
Abilities: 
- Projectile Barrage 
- Malicious Laser 
Description: 
The Super Malicious Face, also known as Supermal Face, is the first boss of The Mouth Of Hell. 
Other than its higher HP, it’s just a normal Malicious Face. 


SWORDSMACHINE ONE, THE ORIGINAL SWORDSMAN (1st 
Encounter) 
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Type: BOSSFIGHT / SUPREME MACHINE 
Health: 15 (Per Phase) TOTAL: 30 
Speed: High 
Attack Damage: 25 (Combo Slashes) 40 (Melee) 30 (Sword Throw) 30 (Sword Spin) 25 
(Shotgun Pellet) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 1,000 Ultracoins 
Photograph Reward: 500 Ultracoins 
Phases: 2 
Abilities: 
- Combo Slashes 
- Sword Slash 
- Sword Throw 
- Sword Spin 
- Shotgun Blast 
Description: 
Swordsmachine One is the first Swordsmachine encountered in ULTRAKILL Online. It is a 
cocky machine who likes ranting about how it was a better success than both V1 and V2. Other 
than that, it has no real difference in combat itself, at least in the 1st encounter. 


THE CERBERI GATE GUARDIANS 


Type: BOSSFIGHT / GREATER DEMON 
Health: 80 (Per Cerberus) 
Speed: Slow (Phase 1) High (Phase 2) 
Attack Damage: 20 (Thrown Orb) 25 (Stomp Shockwave) 25 (Charge) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 5,000 Ultracoins // Demon Key Stone 
Photograph Reward: 10,000 Ultracoins 
Phases: 2 
Abilities: 
- Orb Throw 
- Shockwave Stomp 
- Charge 
Description: 
The Two Guardians of the Gate to Hell are Cerberi who were tasked with protecting the gate 
from any Machine or Husk attempting to enter or escape. The Gate Guardians were always 
successful. In battle, they act exactly like a normal Cerberus would, but they have more Health. 


SOMETHING WICKED, LORD OF HORROR 


Type: ULTRABOSS / SUPREME ENTITY 
Health: 100 (Phase 1) 200 (Phase 2) 400 (Phase 3) 800 (Phase 4) // TOTAL: 1500 
Speed: Very High 
Attack Damage: 99°99 (Jpon Direct Contact) 30 (White Projectile) (00 (Upon Clone Direct 
Contact) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 500,000 Ultracoins // Demon Key Stone 
Photograph Reward: 1,000 Ultracoins 
Phases: 4 
Abilities: 

- Sprint At The Players 

- Teleport 

- White Projectile Bullet Hell 

- Lure 

- Clone 

- Peep The Horror 
Description: 
Something Wicked is the Final Boss of Something Wicked’s Lair. While he is first encountered in 
0-S, in this level, he was not beatable or killable. Here, he is, as V1 and friends face the monster 
one last time. Something Wicked is considered the first ULTRABOSS in the game’s history, as 
beating him alone is very difficult due to his insane HP. Something Wicked is best fought with a 
full squad that is ready and aware of what Something Wicked can do. Touching Something 
Wicked directly once WILL mean instant death, although touching the White Projectile does not. 


KING SUPERKILL, RULER OF CERBERUS CITY 


Type: ULTRABOSS / SUPREME DEMON 

Health: 800 (Per Phase) // TOTAL: 1600 

Speed: Slow (Phase 1) High (Phase 2) 

Attack Damage: 20 (Thrown Orb) 25 (Stomp Shockwave) 25 (Charge) 
Weight: Heavy 

Fall Damage: None 

Destruction Reward: 560,000 Ultracoins // Stonebreaker Arm 
Photograph Reward: 2,000 Ultracoins 

Phases: 2 

Abilities: 


Orb Throw (Phase 1) 

Orb Laser (Phase 2) 

Orb Discoball (Phase 1 & 2) 

Dodge (Phase 1) 

Shockwave Stomp (Phase 1 & 2) 
Charge (Phase 1 & 2) 

Malicious Summoning (Phase 1 & 2) 
Cerberus Summoning (Phase 2) 
Super Hot Floor (Phase 2) 


Description: 

King Superkill is the Ruler of Cerberus City, a hidden location found in The Mouth of Hell. He is 
considered by far the most dangerous Cerberus in the entirety of Hell, with attacks, height 
(double that of a normal Cerberus) and durability that far surpass those of other Demons. He is 
a force to be reckoned with, and considering his monstrous Health bar, is best taken down with 
the help of other players. His Orb Laser can prove very deadly, especially due to the distracting 
Orb Discoball spitting many lasers at you. Since it’s a Cerberus, Rockets are its weakpoints, 
meaning you can take him from a distance if preferred. He was the second ULTRABOSS to ever 


release. Rending him apart is necessary to unlock many other locations in the game, as his arm 
lets you break passages to new sectors. 
ULTRAKILL ONLINE OST - SUPERKILL 


HIDEOUS KOJIMA 


Type: BOSSFIGHT / GREATER DEMON 
Health: 175 
Speed: Immobile 
Attack Damage: 60 (Viortar) 30 (Slam Shockwave) 20 (Slap Shockwave) 40 (Slap) 25 
(Harpoon) 
Weight: Superheavy 
Fall Damage: None 
Destruction Reward: 10,000 Ultracoins 
Photograph Reward: 2,000 Ultracoins 
Phases: 2 
Abilities: 
- Mortar 
- Slam 
- Slap 
- Harpoon 
Description: 
Hideous Kojima is a Hideous Mass only found in 1-3 and is the boss equivalent of Hideous 
Mass. It is the demon form of the once human Hideo Kojima. No i won't elaborate any further. 


V2, RIVAL OF V1 


; 


Type: SUPERBOSS / SUPREME MACHINE 
Health: 40 
Speed: High 
Attack Damage: 25 (Alt Revolver) 30 (Shotgun Pellet) 20 (Nailgun) 
Weight: WViedium 
Fall Damage: None 
Destruction Reward: 0 Ultracoins 
Photograph Reward: 0 Ultracoins 
Phases: 1 
Abilities: 

- Revolver 

- Shotgun 

- Nailgun 
Description: 
V2 (in ULTRAKILL) was the first and only V Model you encountered and V1’s rival. In 
ULTRAKILL Online, hes a fucking loser i hate that guy 
You want help on this guy? SERIOUSLY?? HELP?? ON A FUCK?ING PATHETIC LOSER LIKE 
HIM?? WHO DIES TO BEING HIT BY FUCKING COINS?? HAHHAHAAHAHAHA!!!! WHAT A 
SICK JOKE! IF YOU WANT A GUIDE ON THIS FUCKING LOSER, WHY NOT GO TO THE 
ULTRAKILL WIKI??? Fucking loser. Haha. HAHAHA. HAHAHAHAHAHAHAHAHA!!! | HATE 
THAT GOD DAMN RED SON OF A BITCH! CAN’T EVEN PUT UP A CHALLENGE! NOT EVEN 
A FIGHT! EVERY TIME | GO TO CLAIRE DE LUNE ITS TO TEST NEW TECHS ON THIS GOD 
DAMN LOSER!! You know why? BECAUSE HE’S EASY TARGET PRACTICE!!! 
HAHAHAHAHAHA!!! 
What. 
What?! 
WHAT??? 
I gave you EVERYTHING you need to know! EVERTYHINGS8!! HE. IS. A. LOSER!!! 
BY THE WAY. 


| ULTRAKILLED HIM. thats right. HE IS DEAD! ULTRADEAD! 
This really is the jamiroquai - Virtual Insanity 


SLABSLORD, RULER OF THE SLABSLANDS 


Type: SUPERBOSS / SUPREME DEMON 
Health: 200 (Per Phase) // TOTAL: 600 
Speed: High (Phase 1) Medium (Phase 2) Slow (Phase 3) 
Attack Damage: 40 (Slab Throw) 20 (Slab Minigun) 25 (Stomp) 50 (Slab Pillar) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 560,000 Ultracoins // Halfslab Key (10%) Slab Shotgun 
Photograph Reward: 2,000 Ultracoins 
Phases: 3 
Abilities: 
- Slab Throw (Phase 1-3) 
- Slab Minigun (Phase 1-3) 
- Stomp (Phase 1) 
- Stomp x2 (Phase 2) 
- Stomp x3 (Phase 3) 
- Slab Pillar Floor Summon (Phase 2-3) 
- Floor Manipulation (Phase 1-3) 
- Slab Enemies Summon (Phase 3) 
Description: 
The Slabslord is the final boss of the Slabsland. He is the Ultimate creator of this sector and 
controls everything about it. During the battle, he will manipulate the terrain made out of slabs at 
will and modify the arena as if it was Cybergrind. During the last Phase, he will summon Slab 
Enemies as a last effort to stop you. While he does have a lot of Health, he does not reach the 
1000 treshold for it to be considered an ULTRABOSS, and he is entirely doable without the help 
of team mates. 


SLAB GEAR REX, ABANDONED MACHINE OF DESTRUCTION 


Type: ULTRABOSS / SUPREME DEMON-MACHINE HYBRID 
Health: 1000 (Per Phase) // TOTAL: 10000 
Speed: Very Slow 
Attack Damage: 30 (Minigun) §00 S'ompec by SG) 50 (Slab Missile) 40 (Slab Launcher) 
50 (Torpedo) 50+Hard Damage (Mine) 5 (Acid Rain) 25 (Normal Projectiles) 9999 (Slab 
Gear Nuclear Missile) 
Weight: Heavy 
Fall Damage: None 
Destruction Reward: 5,000,000 Ultracoins 
Photograph Reward: 1,000,000 Ultracoins 
Phases: 10 
Abilities: 
- Minigun (Phase 1-5, 10) 
- Flamethrower (Phase 2-5, 10) 
- Slab Missile (Phase 3-5, 10) 
- Slab Launcher (Phase 4-10) 
- Water Flood (Phase 5-7) 
- Torpedoes (Phase 5-7) 
- Mines (Phase 6-7) 
- Malicious Summon (Phase 7, 10) 
- Acid Rain (Phase 8-10) 
- Constant Projectile Bullet Hell (Phase 9-10) 
- Slab Gear Nuclear Missile (Doomsday Sequence) 
Description: 
Slab Gear Rex was the third ULTRABOSS that was released to ULTRAKILL Online. It is also 
currently one of the hardest bossfights in the entire game. 
ULTRAKILL ONLINE OST - Slab Gear Rex 


MINOS, DEAD KING OF ANOTHER TIME 
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Type: SUPERBOSS / SUPREME EVANGELION 
Health: 65 (Hand Fight) / 200 (Per Phase) // TOTAL: 400 
Speed: Very Slow 
Attack Damage: 35 (King Hand Shockwave) 45 (King Punch) 25 (Projectile) 30 (Homing 
Projectile) 10+99 Hard Damage (Blackhole) 
Weight: Superheavy 
Fall Damage: None 
Destruction Reward: 50,000 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Phases: 2 
Abilities: 
- King’s Hand Shockwave (Hand Fight) 
- King Punch 
- Projectiles 
- Homing Projectiles 
- Black Hole 
Description: 
The Corpse of King Minos is a Supreme Eva controlled by Minos Prime, who is the deceased 
ruler of Lust. He was responsible for building the majority of the cities in the Layer, wanting its 


people to not suffer just for loving someone. He was later struck down by the Angel Gabriel, and 
since then, his Eva has been roaming the layer of Lust aimlessly, being controlled by the Prime 
Soul of King Minos and partly his once own parasite snakes. 


MINOSNET, CORE OF MINOS VEGAS 
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Type: ULTRABOSS // SUPREME MACHINE 
Health: 1000 
Speed: Very Slow 
Attack Damage: 35 (Laser) 30 (Missile) 45 (Robot Punch) 25 (Projectile) 30 (Homing 
Projectile) 10+99 Hard Damage (Blackhole) 
Weight: Superheavy 
Fall Damage: None 
Destruction Reward: 50,000 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Phases: 1 
Abilities: 
- Area Manipulation 
- Lasers 
- Robot Punch 
- Missiles 
- Projectile Barrage 
- Homing Projectile Barrage 
- Blackhole 
Description: 
Minosnet is the Artificial Intelligence that rules over Minos Vegas. It is responsible for setting up 
Tax Payment in the cities of Lust and has gone mad ever since King Minos was deceased. It is 
one of the easier Ultrabosses, acting like a Flesh Prison with a lot of stuff going on, while 
seeming much more in control than the Flesh Prison being so chaotic. 


X1, PROTECTOR OF THE THRONE 
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Type: SUPERBOSS / SUPREME MACHINE 
Health: 100 
Speed: High 
Attack Damage: 30 (Blood Sword) 90°49 “arc Damage (Siooe Punch) 40 (Stomp) 25 
(Blood Blast) 
Weight: -upcrieavy 
Fall Damage: None 
Destruction Reward: 0 Ultracoins 
Photograph Reward: 0 Ultracoins 
Phases: 1 
Abilities: 
- Blood Sword 
- Blood Punch 
- Stomp 
- Dodgeroll 
- Jump 
- Block 
- Blood Blast 
Description: 
X1 is a Supreme Machine encountered in Ourple City. 
X Models are capable of holding blood for about ten times as long as V2, making it be able to 
survive for much longer without a source of fuel. What made the X Models unique is their 
capacity of using it as a "weapon", shaping blades which can vary in size, using their own blood, 
boiled up to very high temperatures in order to burn skin or body plating. 


GABRIEL, JUDGE OF HELL 


Type: SUPERBOSS / SUPREME ANGEL 
Health: 100 
Speed: High 
Attack Damage: 15 (Straight Sword Slash) 25 (Straight Sword Thrust) 35 (Greatsword 
Slash) 35 (Greatswords Throw) 30 (Twin Axe Throw) 25 (Spear Helmbreaker) 35 (Spear 
Throw) 35 (Summon Swords) 
Weight: —upcrieavy 
Fall Damage: None 
Destruction Reward: 50,000 Ultracoins 
Photograph Reward: 1,000 Ultracoins 
Phases: 1 
Abilities: 

- Straight Sword Slash 

- Straight Sword Thrust 

- Greatsword Slash 

- Greatsword Throw 

- Twin Axe Throw 

- Spear Helmbreaker 

- Spear Throw 

- Summon Swords 
Description: 
Gabriel is the first Angel V1 encounters. He wears silver armor with golden pieces throughout 
and a golden cross is painted upon his helmet. He also has blue wings of light. He also bears 
two swords sheathed on his left, the scabbards bearing the phrases "Splendor is Justice" and 
"Justice is Splendor." presumably the swords' respective names. Despite having these 
weapons, Gabriel never uses them in this fight, favoring instead swords, axes, and spears made 
of golden light. 


GABRIEL, FALLEN ANGEL 


Type: BOSSFIGHT / SUPREME FALLEN ANGEL 
Health: 100 


Speed: Medium 
Attack Damage: 15 (Straight Sword Slash) 25 (Straight Sword Thrust) 35 (Greatsword 
Slash) 35 (Greatswords Throw) 30 (Twin Axe Throw) 25 (Spear Helmbreaker) 35 (Spear 
Throw) 35 (Summon Swords) 
Weight: Superheavy 
Fall Damage: None 
Destruction Reward: 0 Ultracoins 
Photograph Reward: 0 Ultracoins 
Phases: 1 
Abilities: 
- Sword Slash Right 
- Sword Slash Left 
- Sword Stab 
- Sword Spin 
- Sword Upslash 
- Sword Downslash 
Description: 
The encounter of Gabriel in ACT IV. Acts like a warmup boss. Nowadays, Gabriel cannot 
teleport or fly, making him much less stronger than he used to be. 


THE QUAKE RANGER, SOLDIER FROM ANOTHER DIMENSION 


Type: SUPERBOSS / SUPREME HUMAN 
Health: 40 
Speed: Very High 
Attack Damage: 20 (Axe) 25 (Shotgun) 50 (Super Shotgun) 20 (Super Nailgun) 50 
(Grenade Launcher) 80 (GL if Direct Hit) 
Weight: WViedium 
Fall Damage: None 
Destruction Reward: 0 Ultracoins 
Photograph Reward: 0 Ultracoins 
Phases: 1 
Abilities: 
- Axe Slash 
- Shotgun 
- Super Shotgun 
- Super Nailgun 
- Grenade Launcher 
- Bhopping 
Description: 
The Quake Ranger is the soldier that comes from the Main Quake Dimension. He is the first 
main boss of ULTRAKILL 4 and can be considered as a human form of V2 in terms of combat. 
While he possesses less verticality in his movement, Ranger is capable of movement possibly 
faster than V1 horizontally, making him a very hard to hit target. Usually, waiting for him to go 
straight towards you is the easiest way to hit him. 
The Quake Ranger can drop the Super Nailgun with a 5% drop rate. 


Detailed list of EVERY Raid Boss 


Raid Bosses are supermassive bossfights that only occur during specific Events. This is the full 
list of them. 


Detailed list of EVERY Event 


Events are special occurrences introduced in Update 7 that will appear every once in a while. 
Usually, they prove to be great challenges that can also be rewarding, and many of said events 
only happen once in the entirety of the game's lifetime. 


SSE evens rr 
EVENTS 


~ DP a nn Jakito has been spotted in the 
GREED layer. action must be taken now. before he destroys 
this world! 

- Event ends on April 2ist 2623. 

- If Jakito is not stopped. the Greed layer wil! cease 

to exist and will have to be rebuilt. SAVE GREED! 


The Event Tab in the menu. 
This is a list of all events that have currently happened, with a date and as much information as 


possible. 


2010 
2011 
2012 
2013 
2014 
2015 
VAUKTS 
2017 
2018 
2019 
2020 
2021 


2022 


/| OPERATION CLAIR DE LANGE 
TARGET: V2RIEL 


Difficulty: idk i didnt play the event 
Reward: Limbo not locked to 1-4 


Duration of Event: December 18th 2022 /// January 23rd 2023 

Location of Event: LIMBO 

Loss Consequences: Every level of LIMBO is locked, except for 1-4 + Every enemy gets 
replaced with V2 

Win Consequences: Limbo not locked + V2 gets temporarily replaced by a Filth 


2023 


/ OPERATION JAKITOKILL 
TARGET: JAKITO 


Difficulty: = 
Reward: Greed not destroyed 


Duration of Event: April 1st 2023 /// April 21st 2023 
Location of Event: GREED 


Loss Consequences: GREED locked until rebuilt + Jakito is free 
Win Consequences: Greed is not destroyed + Jakito is temporarily contained 


Detailed list of EVERY Common Event 


Common Events work in a similar way to events, except that they are randomly select every 
week on a random level. 


// BLOOD MOON 


Difficulty: == 
Reward: High 
| have to elaborate later 


Detailed list of EVERY new Feature 


Apartment Renting 


In ULTRAKILL, in Minos Vegas MV-2, the player can rent an apartment within the city. 
Apartments may be used to do all sorts of things and will unlock many things, such as the IRC 
Chat, Sleeping and Taxes. 


SQUAD, 


You are Playing Ultrakill On| ine 4 
CURRENT LOCATION: — i f 
YOUR APARTMENT ae . 
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Example of aren ment in Minos V 


New Playable Characters 


ULTRAKILL Online has many new characters that you can play outside of V1, with the ability to 
see very detailed info about their statistics, history & more. 


ULTRAKILL SOFTWARE DB 
(70.18) Vi - BLOOD MACHINE mincockeo 


Progression: 
RARITY: Common 87% 
-SUBRARITY: Default Level: 
: Machine 74 
\ -SUBTYPE: U Model 
ee oe CLASS: Supreme 
\ -SUBCLASS: Assau!t 
RELIABILITY: High 
OPERATING SYS.: ULTRAKILL SOFTWARE 
= Nees Beiarce aa tee SOFTWARE NOT UP TO DATE. et 
= : v POUER SOURCE: PLASHIC 
ps Mee ip Hed GE ere ei ||) oe 2545.01.04 v9. 11.8 Paar tees 
ie escore Tor the tancue UL Tekilt Sur (weeny eer cre 7!\ Not having the most recent update will cause performance 
crash. [...] Nowadays, most UV models Possess much higher issues. 


grade Operating Systems. which have made UL’ 
SOFTWARE obsolete. Due to this, it has seen very frequent 
ae 


use in Poorly nade street machines. only loverins its ¢éé STATS 277 


HEALTH: 1) ATTACK: 1 PARRIES: 3 
ARMOR: 55 SPEED: 16 ENERGY: 3 
—e - HEAD: 5 INTELLIGENCE: 109 DODGES: 3 
Ut PARTS AROUND THE UORLO - CHEST: 25 DEFENSE: 1 DURABILITY: + 
- ARMS: 5 RESISTANCE: 89 MINING: 1 
cHegT 0} - LEGS: 5 HELL RES.: 18 DIGGING: 1 
= - WINGS: 15 MAGIC RES.: 19 EXTRACTING: 1 
L WEIGHT: 50k9 BLAST RES.: 19 SHREDDING: 1998 
STRENGTH: WERK BALLIS. RES. :10 TACTIC: 1 
SPEED: VERY HIGH PROJ. RES: 19 STYLE: 108 
- RUNNING: 16 kin¢h HIT RES.: 18 MAX STYLE x: 3 
- Max: ~137 km¢h MOLTEN RES.: i BLOOD TANK: 200 
- MIN: @ km¢h FREEZE RES.: 10 LUMINOSITY: 100 
- AVERAGE: 72 kin/h MIND RES.: MACHINE FLAMMABLE: NO 
SO RE UBMS WAALS: UMLATTGRS SRP ENE —CINYENTORY: 5 WEAPON SLOTS VIRUS RES.: 199 FREEZABLE: NO 
1 KEY ITEM SLOT HIT RATE: 18 RECYCLABLE: YES 
5@ MATERIAL SLOTS EFFICIENCY: 10 STEALTH: @ 


TERMINAL ENTRY: 


V node! was butIt for war. with UI boasting @ nev kind of exterior Platine that al/oved refuelins throush contact uith blood rather than throush @ separate blood refueling Process. 
PREVIOUS P. (176) NEXT PAGE (1/76) to (ts necessary thinness. <t (s far less durable. but the ability to Tix (tselt and rebuild broken Parts on the Tly would outueish the negatives on an active battlerield 

wer, durins the Prototupins Phase, the Neu Peace vas established and var became irrelevant 

» Planned Production was cancel led and an undated model. U2. uae develoPed instead. using the standardized Plating. since durability was far more inPortant during times of Peace uhen no bloodshed was necessary, 
SELECT CHARACTER SELL CHARACTER 


V1’s Character Page in ULTRAKILL Online. 


Vehicles 


ULTRAKILL Online possesses many vehicle types to select and pilot. The main vehicle types 
are planes, mechs and bikes. 


Mech Combat 


As said earlier, mechs are one of the more important ways of vehicle combat. They are very in 
depths and require great skill to pilot correctly. There are many different mech types and all work 
differently in their own ways. 
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Screenshot of a player using a mech in Sandbox. 


METAL GEARS 


Metal Gears are machines from older times that were built to completely dominate the battlefield 
in war. Only a handful of Metal Gears saw use in the battlefield, but they were still known to be 
absolutely devastating. 

Soon after ULTRACORP was formed by VO, machines were ordered to find any Metal Gear they 
could in order for ULTRACORP to be able to defend itself properly. They swore to never use 
Metal Gears in warfare unless truly provoked. 

Much later, one of the Metal Gears, specifically a Metal Gear Rex, was stolen by the Slabslord, 
who wanted to create an improved (and more “stylish’(?) (idk, his words)) version of the 
machine. This machine seemingly never saw use and was never found again by ULTRACORP. 
It was likely abandoned in the Slabsland, a theory later proven true by V1, who found, fought 
and destroyed the machine. 


METAL GEAR REX 


METAL GEAR DATA 


METAL GEARS ARE MACHINES FROM OLDER TIMES THAT WERE BUILT TO COMPLETELY DOMINATE THE BATTLEFIELD IN WAR. ONLY A 
HANDFUL OF METAL GEARS SAW USE IN THE BATTLEFIELD, BUT THEY WERE STILL KNOWN TO BE ABSOLUTELY DEVASTATING. 


METAL GEAR REX STATS: 


METAL GEAR REX 


COMBAT EFFICIENCY: VERY HIGH COMBAT EFFICIENCY: VERY HIGH 
SPEED LEVELS: VERY LOW SPEED LEVELS: VERY LOW 
DEFENSIVE CAPACITIES: EXTREME DEFENSIVE CAPACITIES: EXTREME 
ENERGY CAPACITY: HIGH ENERGY CAPACITY: HIGH 


EQU I PMENT (DEFAULT) 


RAIL GUN-LAUNCHED STLTH. WARHEAD |] 2x 30mm XGAU-8R ROTARY CANNONS 


== 


if 


DMG: 5000 // RELOAD: 14s mn? IMG: 3 ELOAD: ~ P| pve: 60 // RPM: 3900 
COMPATIBLE EQUIPMENT : i QUALIFICATIONS REQUIRED: 
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1 much use in Human age, and currently does not either. 
I Metal Gear Rexes were found scattered across a few abandoned human bases and 
' were taken by ULTRACORP in order to prevent other machines, husks or demons 
1 to make use of the mechs for war. However, this did not stop one of them 
etting stolen by the Slabslord, who wanted to upgrade the Metal Gear. 
ortunately, the “upgraded” version did not see any use and ended up being 
abandoned deep in Slabsland. 


1 

' During the Great Mecha Revolution, multiple Metal Gear Rexes were stolen 
1and plans were to use them to destroy ULTRACORP. These plans failed and 
I the Metal Gears were stopped from firing their warheads in ACT VII of 

' ULTRAKILL Online. 


Nowadays, Metal Gears are kept safe in ULTRACORP containment facilities, i 
here no one can supposedly steal them. 0 
a 
ity 


ORBITAL FRAMES 


Orbital Frames are mechanical suits developed by the ULTRACORP foundation, based off 
blueprints from soon before Humanity went extinct. They possess the ability to fly at incredibly 
high speeds. Some are more resistant than others, but most are not as resistant as other types 
of mechs. 


OF-J1 “JEHUTY” 


ORBITAL FRAME DATA | OF-31 “JEHUTY" 


ORBITAL FRAMES ARE MECHANICAL SUITS DEVELOPED BY THE ULTRACORP FOUNDATION, BASED OFF BLUEPRINTS FROM SOON BEFORE ¢ 
HUMANITY WENT EXTINCT. Q 


OF-J1 STATS: 


COMBAT EFFICIENCY: VERY HIGH COMBAT EFFICIENCY: EXTREME 
SPEED LEVELS: EXTREME SPEED LEVELS: EXTREME 
DEFENSIVE CAPACITIES: LOW DEFENSIVE CAPACITIES: LOW 
ENERGY CAPACITY: MEDIUM ENERGY CAPACITY: HIGH 


EQU. I PMEN bay ey MODEL i 


DMG: VARTABLE a 


COMPATIBLE EQUIPMENT: iat CATIONS REQUIRED: 
~ OF-TYPE EQUIPMENT Naar sn aa i 


1 
// JAVELIN 1 — RUNNER GRADE 
// GEYSER ! // ACT VI COMPLETED 
//, BOUNDER ar tn PT Pa SSeS PE OES 
“y ae 1 OF-J1 “JEHUTY” was one of the stolen models during the Great Mecha Revolution, 5 
j ! in ACT VI of ULTRAKILL Online. fl 
// COMET 1 a 
i} ae ' Its blueprints were not created by ULTRACORP but instead found in abandoned ' 
/'/ DECOY ' facilities in Japan. It is unknown what purpose the OF-Jls would’ ve served, 4 
1) MUMMY 1 but considering that, according to other documents found in Japan related to 1 
7/ VECTOR CANNON 1 the Orbital Frame project, all of the other OFs were conceived with war in ; 
i/ WISP | mind, it is safe to assume that these were too. 
/, 1 
4, ie 1 Currently, there is only one OF-J1 model in the world (in canon). It boasts 
“ ZERO SHIFT 1 incredible abilities compared to other Orbital Frames, making it one of the 


1 most efficient in combat. Because of this, it is frequently nicknamed “The 

1 Ultimate Mech”. Although, compared to the other mech types, its defensive 4 
' capacities are still relatively lower, and besides that, other mechs possess 4 
' nuch greater abilities than this. i 


ZONE OF THE ENDERS 


THE 2ND RUNNER // ORNED BY KONAMI 


EVANGELIONS 


EVAs are supermassive “mechs” capable of reaching high efficiency if the link with the pilot is 
sufficient enough. They can be considered extremely dangerous due to their high speeds and 
strength. 

They were created by humanity after the Second Impact and they were made to combat Adam's 
Children. 

Since then, humanity has gone extinct, and only a few EVAs remain intact. These models were 
seized by the Rebuilt NERV and have since been readapted to be usable by husks and 
demons. Machines can also operate EVAs if they inject their data into the EVA. 

All EVA data related to the inner workings of EVAs have been redacted and/or deleted by the 
NERV soon after they were seized back. 


EVA MECH DATA 
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Detailed list of EVERY Weapon 


In ULTRAKILL Online, weapons work quite differently than in the original game. Many weapons 
now possess magazines and all weapons have max ammo per mission. Ingame, by default, you 
can only carry up to two weapons at once. However, going Radiant lets you upgrade that max 
weapon Capacity. 


PISTOLS // 


DEMO PISTOL 


iia 
_ | 


poe rd 


Ammo Type: .22 LR 

Rarity: COMMON 

Star Rating: *« 

Range: SHORT RANGE 

Attack Damage: 0.2 (Per Bullet) 
Firerate: 900RPM / Fast (Semi-Auto) 
Magazine: 18 

Max Ammo: 180 

Reload Time: 0.76s 

Jamming Chance: 7% 

Abilities: None 

Weight: Light 

Obtained by: Playing the fucking game 
Variants: 42 

Selling Reward: 0 Ultracoins 


Description: 
The default and first weapon a player can obtain. Compared to most weapon, it is pathetic. 
However it works fairly well against most earlygame enemies in Machine Factory 


REVOLVERS // 
SHOTGUNS // 


RIFLES // 


SCAR RIFLE 


—— 


Ammo Type: 7.62x51mm NATO ee ae 
Rarity: LEGENDARY 

Star Rating: KxA*KkK* 

Range: MEDIUM/ LONG RANGE 
Attack Damage: 3.6 (Per Bullet) 
Firerate: 400RPM / Slow 

Magazine: 30 

Max Ammo: 300 

Reload Time: 1.2s 

Jamming Chance: 1% 

Abilities: None 

Weight: Medium 

Obtained by: Buying 

Variants: 4 

Selling Reward: 100,000 Ultracoins 


Description: 

Part of the Fortnite crossover event, the Fortnite Scar is a remarkably strong rifle. It fires much 
faster than the base revolver and yet does more damage. Its firerate however is obviously much 
slower than the nailgun and its variants. It can be unlocked after destroying the Cube during the 
fortnite event. 


NAILGUNS // 


NAIL SHOTGUN 


Ammo Type: SILVER NAILS A 
Rarity: RARE 

Star Rating: k** 

Range: SHORT RANGE 

Attack Damage: 0.205 (Per Nail) 
Firerate: 800RPM / Fast 
Magazine: 30 

Max Ammo: 300 

Reload Time: 3s 

Jamming Chance: 5% 

Abilities: Nails 

Weight: Heavy 

Obtained by: Crafting 

Variants: 4 

Selling Reward: 10,000 Ultracoins 


Description: 

Nail Shotguns are nailguns with a shorter barrel, but the compensation of larger nails that will 
split into 10 nails once fired, essentially making it a Shotgun. It also possesses a larger 
magazine visually, although it’s only to make space for the massive nails it shoots. The max 
ammo per magazine is technically smaller. 


Crafting Recipe: 


e 2x Copper Saw 
e 1x Nailgun (Any) 
e 1x Shotgun (Any) 


TURRETS // 


RAILCANNONS // 


ROCKET LAUNCHERS // 


GRENADE LAUNCHERS // 


MISSILE LAUNCHERS // 


ARMCANNONS // 


MELEE WEAPONS // 


MISCELLANEOUS // 


The UltraMarket 


The Ultramarket is a massive in-game marketplace where the player can buy or sell various 
items in exchange for Ultracoins, or convert their Ultracoins to more valuable currencies for 
larger purchases. 


Detailed list of ALL Currencies 


Steel Ultracoins // 


Rarity: COMMON 
Exchange rate: 1 Ultracoin 
Obtained by: Common loot chests, Common quests and bounties. 


Description: 

The regular standard when it comes to UKO Currency. Not really unique or remarkable, but they 
do play an important role in the UKO economy. you'll usually find them in tutorial/beginner-tier 
levels. 


Bronze Ultracoins // 


Rarity: COMMON 
Exchange rate: 1,000 Ultracoin 
Obtained by: Lesser loot drops, Common loot chests, Common quests and bounties. 


Description: 
A bit more valuable than steel coins, but still not that useful. You'll usually find them scattered 
around in random spots. 


Brass Ultracoins // 


Rarity: UNCOMMON 

Exchange rate: 10,000 Ultracoin 

Obtained by: Lesser loot drops, Uncommon loot chests, Uncommon quests and 
bounties. 


Description: 
Rarer than bronze coins, these are the most common type of Ultracoins used in small 
transactions. You'll usually find them in wooden crates. 


Silver Ultracoins // 


Rarity: RARE 
Exchange rate: 100,000 Ultracoin 
Obtained by: Greater loot drops, Rare loot chests, Rare quests and bounties. 


Description: 


Most iconic, these are the most common type of Ultracoins used in medium-large transactions. 
You'll usually get them as a reward for completing a layer or a treaty. 


Gold Ultracoins // 


Rarity: EP!C 


Exchange rate: 500,000 Ultracoin 
Obtained by: Supreme loot drops, Epic loot chests, Epic quests and bounties. 


Description: 

Usually used to flex on player due to their deceivingly prestigious appearance, these are the 
most common type of Ultracoins used in large transactions. You'll usually get them as a reward 
for completing an act and high-tier events. 


Platinum Ultracoins // 


Rarity: LEGENDARY 
Exchange rate: 1,000,000 Ultracoin 
Obtained by: Boss loot drops, Legendary loot chests, Legendary quests and bounties. 


Description: 

Very rarely found naturally (due to there being a lot of players looking for them), these are 
mostly used in really valuable transactions like OG items/weapons. You'll usually get them as a 
reward for fully 100%ing an act or placing 1st place in events. 


ULTRAite Ultracoins // 


Rarity: ULTRA 
Exchange rate: 10,000,000 Ultracoin 
Obtained by: Not applicable. 


Description: 

Sought after by most players, these can only be acquired if you fully 100% the game or you get 
given one by a staff member. Mostly used as a collector’s item. very, very rarely used in any 
actual transactions. 


